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AVAILABLE FOR- 
Spectrum (Cass) 
Amstrad (Cass) 
i Amstrad (D'sc) g 6 
I Commodore £1495 
I n^mmodore 64 luisoj 

Commou s) £7 ,ao 

Commodore 




Mail Order 

Just send a cheque or postal order payable 
to Elite, or quote your Access or Visa no. to 
get your copy of Ghosts 'n' Goblins or Paperboy, 



555 prcp^JgSSSSo" . p c S e c S oTn e oP house 
1^ teadY rece.v»ng ra 



Elite Systems Ltd., Anchor House. Anchor Road. Aldridge. Walsall, England, Telex: 336130 ELITE G 
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NEWS& REVIEWS 



IS REVIEWS THIS ISSUE: 

GAME OF THE MONTH: Pyracurse. C+VG HITS! 
Aero Jet, Room 10, Solo Flight II, Snadgets, Load 
Runner, Tou Ceti, Split Personalities, Molecule 
Man, Tubular Bells, Bobby Bearing, Trap, plus 
lots more, 



75 ADVENTURE 



Our very own Keith Campbell looks at the game of the 
adventure niov<e Black Cauldron,, plus Kings Quest, the 
budgH Se^bcise Quest. And there's your very own copy of 
Ihe Froboss Daily Grues, j ournal of the Greal Underground 
Empire, complete with an interview with InfocorrTs Brian 
Moharty and a review of his latest piece of interactive fiction, 
Trinity. 



8 NEWS 



Tony Tolcoushi bnngs you o Hot Gossip special on 
arcade conversions for lt>e Atari ST, plus a quick, glimpse of 
Dom ark's latest release, Hie official computer version of 
Trivial Pursuits And o look at a new mega-game from 
the States railed Infiltrator 
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INSIDE STORY 



• Will super- computers like the Atari ST and the Amiga change 
the foe* of computer gomes? Go on 0 voyage of discovery with 
David Bishop as he takes a look al the stunning games software for 
these mean machines in C+ VG's Super 'Computer Special. 
Cyborg is onother mean machine. He's ihe subject of our exclusive 
preview this issue. Tony Takoushi keeps up the super- computer 
theme with a Hot Gossip special devoted to the excellent arcade 
conversions soon to be seen on the ST — like Joust and 
BarHeione. Brush up your French as Natalie Meistermann 
from Tilt magazine — the French equivalent af C^VG — bnngs youo 
rundown of Gallic games. And if you thought you'd seen something 
special when G©t Dexter! appeared, well there's more to come 
from over the Channel, C+VG sace adventurer Keith Campbell 
has been out meeting one of his all lime heroes — Brian Moriarty 
On Infocom storyteller, Keith has been given a sneak preview of 
Brian $ new Trinity adventure. And he's been looking at more ST 
adventures — including the game of Disney's Black Cauldron. The 
creator of Magic Knight David Jones, brings you an exclusive 
games players guide to his two smash hit budget games, 
Spellbound and Knight Ty me. And there's our giant full colour 
ptj II -o ut Cauldron II mop created by the graphic genius Steve 
Brown from Palace Software. AH this plus competitions and all 
your favourite regular features crammed in between, A bargain at just 
P8p, guv! 
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Screen shots taken (ram various computer formats 





■ W s needy heme. The long 
owoited Mike 

Singleton/Beyond gome 
Doric Sceptre, And here you 
can see some of the neat graphics 
from this animated "adventure 
movie". Dark Sceptre is a bit 
like Tir Na Nog in that it features 
large animated characters which 
move against a colourful 
background, The game is set on a 
mysterious island in medieval limes. 
You have to recruit a team of 
warriors to help you on year quest 
to find the Dark Sceptre and 
defeat the Shadow-lords. The game 
control is a bit like Gargoyle's 
Heavy on the Mogick in that 




you tell the characters what to do 
and (hen sit back and watch them 
do it, You can jump in at any time 
and override your initial orders rf 
things start looking a bit dodgy. 
Yqu tell your characters what 
routes to take, who to fight and 
who to befriend and which 
monsters to attack or avoid. Mike is 
abo putting together a Play by 
Mail version or the game based on 
fnicrodrive, Itll cost you £1 4,95 for 
the game microdrive and £1 .50 
per turn. The PBM version also 
features foresight/hindsight options 
which enable you to look back at 
previous moves. 

Dark Sceptre wilt be 
released at the end of July on the 
Spectrum and will cost £9.95. 




■ A couple of issues ago we 
announced that ace coder Tony 
Crowther was back with 
AJIigafa. This issue we review his 
latest game an the reptilian label, 
calked Trap. But more good news 
from Crowther tons is that Alii goto 
are planning to release The 
Complete Crowther. A 
compilation of all his greatest 
gomes — right back to stuff like 
Loco, the unde rated Gryphon 
and much more. M Inter has 
already released a compilation of 
his greatest hits on (he Vic, now 
another game hero does the same. 
Could this be the start of a trend! 
And is there a programmer YOU 
wautd like to see produce a 
Greatest Hits compilation? Why 
don't you write to Mailbag and let 
us know who you think should 
release a compilation? 



■ Can you imagine playing 
Trivial Pursuit on a computer? 
After all the main thing about the 

■ This is Infiltrator, the game 
from Boulderdash designer 
Chris Gray, The gome has been 
causing quite a sensation in the 
States, At C+ VG we predict that 
64 owners will be drooling over 
the game here tool At first glance 
it bob a bit like o helicopter flight 
simulator — except you can see 
the "pilots" hands on the control 
sticks. And they MOVE when you 
fty. The thumb even flips over onto 
the fire button when you fire 
machine guns or missiles. 

But enough of this — on with the 
plot, You ploy the part of someone 
called' Johnny. Your mission 3s to 
infiltrate an enemy base, take 
pictures of their war plans a nd 
return to base. All a bit Rambo 
like. You have to fly youf chopper 
over enemy lines — lighting off 
attacks from rampant jets along 
me.way. 

Those honds reflect all your 
moves and add much to the 
realism of the gome. 

I nf titrate r will be released by 
US Gold later this summer. 
Watch for it. 



■MM mti um m hum mH 

world famous board game is 
participation. Sitting around with a 
few motes and having a good time 
answering silly questions and 
generally enjoying a bit of a laugh. 
Can all that be Iransfered to the 
cold computer screen? The answer 
is a definite YES I The Oxford 
based ODE programming team 
who recently brought you the 
C+VO HITl Titanic and who 
were also responsible for the 
Macbeth adventure have been 
up to their necks in Trivial questions 
working on the official Trivial 
Pursuit computer ga me soon to 
be released by Do mark* The 
computer version of the classic quiz 



game includes all the great 
features of the original gome. 
Trivial Pursuit will be released 
on (he Spectrum, Commodore, 
Am&trad and the BBC in time for 
the PCW Show in September, 
C+VG's editor has been privileged 
enough to get a sneak preview of 
the game and he reckon J s it's just 
as much fun to play as the original. 
Hopefully well be bringing you a 
full preview of the official Trivial 
Pursuit computer game next 
issue, In the meantime here's a 
Trivia I question for you to onswer. 
Which world famous computer 
magozi ne is five years old i n 
November? 



■ Domark has changed the 
name of its latest game Splitting 
Images to Split 
Personalities following a 
potential row with the makers of 
the satirical television show 
Spitting image. 

Mark Stachan, Domark's 
joint managing director, says it was 
not thei r intention to ''confuse 
anyone with the name." 

Split Personalities, out first 
on the Spectrum for £7.95, will be 



■ Football Manager in 

Arabic I! Yes, after four ond a half 
years and being released on every 
format in this country. Addictive 
Games Kg? converted their best 
selling game into Arabic and at this 
moment are having talks with 
representatives from Kuwait and 
Jordan. If any of our Arabic 
readers hove any thoughts on this, 
John Picking at Addictive 
Games would like to hear your 
comments. 






By Tony Takoushi 

I have spent the past seven years 
I looking for Hie ultimate game 
1 experience. Along the way I 
have played around 3 ,.500 home 
mkro gomes ocross fourteen 
computer formats. And yet I still 
long for that special game , . . 

II got ta the stage where micro 
games j ust weren't enough! I 
progressed Jo arcade machines 
and here I found nny match wHh an 
ever increasing collection, 
Temptest, Radars cope, I 
Robot, Space Ace, Dragon's 




Lair a nd finally MAC H 3. , , 

A new challenge also took the 
form of writing my own games, the 
first of which has jusi been 
released, it is colled Hyp efface 
and is for the CI 6 (plug, plugl). 

Just when I had almost given up 
hope on the micro front along 
comes Atari with its ST computer. 

The ST is the first in a new 
generation of 1 6-bit 
microcomputer*. It can operate at 
around four times the speed of 
current home micros and H offers 
more colour*, better graphics and 
more programmable memory. 

For the first time in seven yean a 
home micro offers TRUE arcade 
quality graphics to the home user. 

I have looked at around a dozen 
games, many will make your palms 
ooze sweat in anticipation, four of 
th&!i« are oue for inw-inenl release 
the others are available now. 

The four games due for release 
are from Atari. Perhaps the real 
classic among (hem is Star 
Raiders. 

My review copy was around 95 
per cent complete and bay was 
that enough! Star Raiders puts 
you behind the controls of a 
spaceship and you have fly around 
the galaxy doing your bit of Star 
Raiding. 

The control panel is gorgeous, it 
is ful I of instrumentation and maps 
in a stunning metallic cyan colour 
You have bath forward and aft 
scanners to view the action as the 
aliens home in on you. With battle 
computer and shields to help. 

You also have to defend your 
star bases (the g raphics in the 




refuelling sequence are 
mind-boggling) and can 
hyper-drive lo sectors to engage 
the enemy. 

The presentation and payability 
are of the highest standard, my 
only quibble would be with the 
sound. It is quite close to the 
original but still needs a whofe lot 
more work (still, maybe in the 
finished version. . .) 

Battlezone is BATTLEZONE, 
barring the colour Difference you 
would be hard pushed to tell the 
difference between the arcade 
original and the cover version. 

The 3-0 graphics are perfect 
and the sound identical to the 
original as is the playing speed and 
tactics, 



StarGKider. I hope to be 
bringing you a ful] review of 
Mercenary and StarOllder 

within the next couple of months 

A new gome just released for the 
ST is Major Motion from o US 
company tailed MJchfrofl 
(whose games are released under 
licence by Mkrodeal in the UK), 
tt is a Spyhunter bokolike and 
the weakest gome in terms of 
presentation. 

It plays very well but for various 
technical reasons the ST is not an 
ideal machine to do smooth 
scrolling on and this shows when 
the road is scrolling with the cars in 
battle. 

The gome does have good 




The lower levels are quite easy if 

you were hot in the arcades, but 
give a reasonable taste of things to 

come, 

Millipede delivers the goods 
with a stron g dose of super fast 
zapping. The graphics and sound 
work well here and again are of 
the highest arcade standard. 

You can choose your starting 
level (1 5000 to 90000), the higher 
you start the larger your end of 
wove bonus. All the arcade 
elements are there in good 
measurej spiders, DDT sacks, snails 
and bugs. 

As you progress to the higher 
levels movement does get jerky an 
the characters and this is the anty 
flaw in a neor perfect shoot-em up. 

The final Atari gome ts Joust 
{from the Williams original). 

What tan I say? It is JOUST I 

Graphics, colours,, animation 
and play ability are identical to the 
arcade original, Even down to the 
bouncing eggs, gripping hand, 
bonus round and platform eating 
flames, 




One of the highlights of doing 
this feature was visiting Paul 
Woakes at Novagen. This is 
the programming genius who 
bought you the 3D masterpiece 
Mercenary on the Commodore 
64 and Atari (and soon far the 
Amstrad ond Speccyl], 




depth and will prove challenging 
over a long period so the pros and 
cons do have to be weighed up. . . 

Another gome tram Mlchtron 
is Time Bandit and here we are 
talking business. This is a 
Gauntlet derivative with either 
one or two players running around 
a huge playground picking up 
keys, treasure and anything else 
along the way. 

Seeing ts believing, the graphics 
ore arcade standard (ahhough 
sound could do with more. » .) and 
the play area is huge with many 
different scenarios, A Pocemon 
maze. Forests, underground mines 
— In tact just about anything from 



He is in the midst of converting 
Mercenary to the SI I just 
cannot believe what he has done 
with the garnet It is totally 
awesome, it just blew me away, . , . 

It is like watching an aeroplane 
fry around on TV. Honestly, that is 
NO EXAGGERATION, 

It is very fast (the C64 version of 
Mercenary drew around 10 
frames a second, the ST version 
goes up to 50 frames a second!). 

Novagen hopes to have it 
completed within the next month 
or so, when it will be bundled with 
the dotoset for the second dty. 

Another 3D offering comes from 
Roinbird Software (they of 
Telecom connection), it is called 




any time. 

The only real negative paint 
about the ST is the price of 
software, this goes from £20 to 
£30, Ahhough ST games are 
produced to a very high standard , 

I had been wondering what the 
ST stood for in the name Atari ST, 
welJ now I know, it stands for 
Atari's Sure Thing! 





■ Bug -Byte designer dolhesf A 
brand new fine in clothes is about 
to hit the sfreefc and it's oil thanks 
\o 1 2 \*2 yeor old Mark Taylor. 

Monk had been sending letters to 
Bug- Byte covered in obscene bugs 
and finaNy the right person caught 
sight of them and thought: 
"Wouldn't they make o great 
t-shirtl" And r that's whof? 
happened. Bug Clothes ere only 
out in two designs at the moment 



■ Knight Rider has became a 
bit of a joke,, hasn't it? For over a 
year now, Ocean has been putting 
She odd advert in C i VG, telling 
ihe readers that the game is 
available. Well, this time, it ochjolly 
seems to be finished! 3D graphics 
are promised and with any luck, 
reviewers will not simply dismiss the 
game as hype. Rumours abound 
that this game is going to be big, II 
"should'" be out by the beginning 
of July, for the Spectrum at £7.95. 
More details when we get them, 



— honey yellow Bug t-shirts and 
y-fronis!l! So fashion setters, watch 
this space for the new winter 




■ Good news for BBC owners! 
Thrust, that absolutely whiizo 
gome which has been around for a 
while on the Commodore from 
Mastertronic has now been 
released on the BBC and Electron 
by Superior Software. Ken 
Compbeil told C+ VG alf obout the 
gome and the super ihjngs which 
those players lucky enough to get 
a long way into it will receive. The 
person who completes the gome 
first will be entered for o prize 
draw, with a prize of £200. He or 
she will also win the new book by 
Patrick Moore, called Tha New 
Atlas ot the Universe. The next 
bunch of gamers to achieve level 
24 in the game will receive the 
book, and £20. 

Superior has been expending 
roc enlly, and have also beer 
recruiting new programmers. If 
Thrust is art eKomple of what is to 
come, BBC owners will be bock on 
the market for games. Thrust 
costs £ 7.95 on tape, or £14.95 far 
oBBC disc 



■ The bells' Ocean have 
followed up the recent spate of 
ladders r n' jumping gomes with 
another Hunchback program. 
But wait for it . . . irs on adventure! 
Crumbs. Yes, folks,. News was 
pretty baffled with this story itself! 
No one willing to talk knows 
anything much about the game, 
except it's a graphic adventure, in 
the true sense of the word. 
"Sources'" tell us that ifs o rather 
standard plot. So whoh's new? 

For some considerably more 
interesting adventure reading, lym 
to page 71. 





every time one of the various 
objects zap you. 

WhenC-i VG visited 
Addictive's office s in 
Bournemouth o couple of weeks 
ago r they hod a pre-production 
copy loaded and waiting, The 
ga me is very si rnple to get into and 
once you do it IS addictive! 

No release date or price have 
been decided bu? we'd adviie you 
to start saving your pennies. 
■ Before you turn to the 
incredibly interesting MUD article 
on pages 34 and 35, we've got a 
rolher important announcement . . . 
All the prices are wrong! in a 
frantic coll to the Newsdesk, Mr 
MUD told us that all the prices hod 
been cut by 5 0 % . The sta rter pa c k 
now costs CI 0, and all the credit 
prices have been halved too. More 
details next issue. 



■ Inside th 5 ssue you'll find o 
rundown of the currently available 
software for the Atari ST — but 
here's some slop press details of 
some new ST games for this new 
machine, Tracker and 
Starglider will becoming your 
way from Rcrinbird very soon. 
StairgJ iofer is an all acfron 
combat emulation featuring fast 
moving, animated 3D vector 
graphics. It looks a bit like the 

The scenario places you in the 
role of a pilot of the onfy surviving 
ground attack vehicle left to 
oppose the alien invaders of the 
planet Novenia. The mission is to 
destroy the aliens' powerful 
flagship — the Storcjlider. To reach 
the final conflict you J ll need flying 
skills and a battle strategy. The 
book accompanying the product 
incorporates survival tips. 

Tracker is o unique biend of 
strafe yy wargammg and arcade 
action. The gameplay is set in an 
extensive maze of trenches linking 
communication cenhres defended 
by intelligently controlled enemy 
units. 

Good news fo r C6 4/ 1 1 8 
owners is that Storg II der will be 
converted for this machine. 



■ If Mercenary — Escape 

gibbering, demented wreck how 
will you cope with The Second 
City? 

No, it's not a sequel in she strict 
sense of the word but an add-On 
which has to be used with 
Novagen's original gome. Vou 
simply load Tile Second City 
into the main program osyou 
would a saved game. 

Nova gen has created a 
whole new challenge set on the 
other side of the planet. This time 
'l-e familiar green of Turg has been 
replaced by the ghostly red glow 
of the twighlight woHd of the 
Second City. 

The Second City will be 
available on the Commodore 64, 
Plus/4, Atari at £3.95 on cassette 
and £9.95 on disk. 



■ After lying low for the past yea r r 
Addictive Games has come 
back with a vengeance. They hope 
la be releasing o new game every 
\ -2 months — and if their latest 
rel e ase is anythi ng to go by — they 
are going to have a very good 
summer. Arac forme 

Commotion: 64 IE. O p otfor-r-Oyle 

game wilh around 1 00 screens, 
and was created hy Paul 
O r Ma I ley, th* man who brought 
you Boffin . Th e obj ect of the game 
appears very simple — to hegin 
with. Vou start by going around 
and picking up different pieces of a 
robot, which when put together 
forms the Aracadroid. Once he is 
Formed you moke your way 
through the screens in your q^est 
to attack the Citadel, but working 
against you is the clock ond an 
energy gouge, which is depleted 





I Gremlin Graphics' boss tan Stuart holds the 
iter of The Way of the Tiger poster competition 
in the May issue of Computer + Video Games. 
The winner Is Cart Pugh, 22, of Oldham, 
Lancashire. His prize will be a professional artist's 
copy of the design. The next 20 runners-up will 
receive copies of The Way of the Tiger martial arts 
, which is based on the series of fighting 
sy books published by Hodder and 
ghton. 

Ian visited C+VG's offices recently to select the 
winning posters. He chose Carfs poster because 
of its exciting and original idea. More than 300 

the competition, 







I n the summer of 1986 the crew of VIRGIN 
I ATLANTIC CHALLENGER once again 
attempt to win the coveted BLUE RIBAND 
title for Britain by crossing the ATLANTIC 
OCEAN in the record time of 3 days and 
10 hours. 

Virgin Games brings you the VIRGIN 
ATLANTIC CHALLENGE GAME. This arcade 
game is a fun simulation of RICHARD 
BRANSON'S part in this exciting and 
dangerous event, You must guide Richard 
at BREAK-NECK SPEED from one piece 
of equipment to another to keep the 
boat ON-COURSE and in good time and 
take vital MONEY-MAKING (or breaking) 
decisions that are telexed to him from 
all parts of the VIRGIN EMPIRE. 

COMMODORE 64/128 



rr.p_ m * m ^ m r.r.p. ^mmm^m^ m r.r.p. 

Available from all good Software Retailers or directly from Virgin with the tear-off slip below 




Please rush me my copy of the Virgin Atlantic Challenge Game! 

NAME , 



ADDRESS 



Spectrum 48/128 £7.95 □ Amstrad C PC 464/664/6128 £8.95 □ Commodore 64/128 £8.95 

Tick appropriate bax 

Please make cheques and postal orders to VIRGIN GAMES LTD and post to die address below. Please do not post cash 

VIRGIN GAMES MAIL ORDER, Z/4 Vernon Yard. Portobelto Road. London Wll 2DX. 



DESIGN 



TAKING.. 



.TIGfR 



THE ODDS ARE 
AGAINST YOU! 

You'll have to plan for the future 
and use your tactical skills to 
take the attack-tank through 
co "TIGER MOUNTAIN'! 
"TAKING TIGER 
MOUNTAIN' 1 is En 3D colour, 
set in a real-time battle 
environment, which makes 
it the most advanced 
battle simulation 
available. 

For the AMSTRAD 
CPC Range. 




flEli1E3ft 

THE COUNTDOWN 
HAS BEGUN. 

One man stands alone to defend the 
ultimate weapon "NEMESIS" from 
the Andromedan robot forces. 
He has to escape with the 
"NEMESIS" intact, or start the 
countdown to self-destruct. 
Time is running out, every 
second counts. . . 

For the SPECTRUM and 
AMSTRAD CPC Range. 

Selected "Design Design" titles 
are available fromr- 

•fOOUmmfWH SMITH 

and all leading software 
stockists, or direct from:- 





IAGICAL ARCADE ADVENTURE! 

the fair Princess from the 
u control the action of our 
way through the castle of 
the dark wizard who has enchanted it with treacherous 
monsters and obstacles. 

In the mysterious caverns below the castle yourodyssey 
continues dtjainst 1 hv jursomt- line es that oppose 
^ your efforts to reach the Dragons Lair. 

— ^ Lead on adventurer, your quest awaits* 
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AVAILABLE NOW ON 



Commodore 64/128 £9.95 


AVAILABLE SOON FOR: 


Spectrum 48/128 




iiii sir dd Tape 


- £9*95 


464/664/6128 Disc 


- £13.95 



DRAG I A IK 
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Software Projects Ltd., 
tiear brand Complex, Aller^on K< hu\. 
Woolton, Liverpool L25 75F\ 
Telephone: 051 428 9393 
Telcv (V27520 
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AVAILABLE FROM ALL GOOD COMPUTER RETAIL OUTLETS 



Who is Cyborg? What have programmer 
IAN FOSTER and graphic genius JON LAW 
got to do with the mysterious Mandroid? 
None of these questions are really 
answered in the following sneak preview 
of CRL's newest arcade adventure. 



'm^, *■ 7* j£&t 
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fe wanted this to 
be an arcade 
adventure in the 
TRUE sense of the word." Ian 



5* * i Foster and Jon Law are talking 

1 - ' ytify$ut£ybarg. And they aren't 
>* * <W*^3F$!^ *way simply 
r £ ' fiecaus* wey want the first 



f*'/* " rtssitt of their partnership to 




instructions tailing you how to 
everything and why! ! tM3L? ,? ^ 



But he still secretly wants to 
find the partner who ran out on 
him after that almost fatal 
space disaster. 

But right new there's an even 
more pressing problem facing 
Cyborg and the planet earth. 

That's where lan„ Jon and 
YOU enter the weird world of 
the mysterious Mandroid. 

An asteroid is hurtling 
toward Earth on a collision 
course, A group of scientists 
have already ventured out to 
the onrush ing chunk of rock to 



''m' : 7 &*■ £ ; *f Si 

really like you to know about nasty breed of alien. They come 
their new adventure, ftirt ~V m malty different guises, 
fortunately — due to advanced There are Trackers, who do 
interrogation techniques ;-^^^fasttbat r Watkers who do that 
developed jointly by IDEAS and a bit m o re , a nd t he dead ly 
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- And that dear reader, is why find out what they can do to 

s m aH thin gs like actual fa cts prevent doo msday co ming to 

about Cyborg , will be a bit thin their home planet a little earlier 

on the giro u n d thro u gftout 1h e than they ha d pred icted . 

next couple of pages, But never Problem is that as soon as they 

fear, normal service wilt be£ r landed all communication links 

res u rned by th e time y o u reach with the exploration party went 



our review section. In the 
meantime come with us on a 
magical mystery tour through 
the world of Cyborg — the first 
black computer game hero. 

This next bit we kn o w to be 
true. Cyborg was once a regular 
guy with normal fleshy bits like 
everyone else. Until that fateful 
last mission somewhere in the 
outer reaches of the universe 
when his sleek spacecraft was 
Involved in a terrifying incident 
which left it almost totally 
destroyed. The man who was 
to become Cyborg was terribly 
injured and left for dead by his 
selfish partner. A few days later 
the wreck was discovered by a 
Gal-Cprp patrol. The man still 
had a glimmer of life left in his 
-* wrecked body, . fc> j« 

' *£?5E tjB^iqktffrto rebulFd b^lAnd^ 
$ * ' ^ * * s^r^ytwJrip.'wef b~6rii^ jnfi^B^* ;' 
ft » % 'y '.'%iir' jiowered, arn^^Hirti|^eafl^ " •> » 
* i*** * o t*£/j> r a^ei£exir*melvsi*ong/*;" t*i* 

i i} m Ms] ,4 \f 1 ha if mech i ne, > t t 

a ^ 'JL ,Y Cyborg became a top security 
agent working for the military. 



downy 

If you think this sounds like a 
job for Cyborg, then you're 
dead right. Our plasti-sttel ** o 
superman soon finds himsajf V. 
on the surface of the asteroid. 
His mission to discover just 
what happened to the 
scientists and what, if anything, 
is going down on the deadly 
asteroid. 

That's all Ian and Jon would 
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Corp and Jackson T. Kalliber — 

VG has managed to prise a 
few more details from the 
tight-lipped duo. 

As you'll see from our series 
of screen shots, Cyborg 
discovers an underground 
complex beneath the surface of 
the asteroid. These corridors 
are inhabited by a particularly 
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EVIEW 



4^1,3 -a floating one Vvmrt witft hefty duty 
eyed globe affair who just hates particle beam disrupt of clipped 
to have his corridors infested to a special unit on his right 
with uninvited guests. arm. 
Fortunately for Cyborg he Is On his letr arm he has an 




Ian and Jon refused to tell us 
about even under 
interrogation. 

It's while messing about with 
the alien computer system that 
you'll discover if aliens really 
DO like to play Human Invaders 
whe 
moment 
Cybo 

Cyborg' 
forea 
graph 

of the ym&*<&^'$& access 
eacrrdttty tiirj^r#\ia,tW) > 1 



If he zaps an alien he crf»«% $ ' i V V.'S 
examine the remains a«r^^ t |v^ ^ 
information gathered 
that particular type o 
h is for earn* \jSm. * '\' 

lanj^Ula^Han 
vague when you askth 




„ jAhjfijtK^^ before 
joys^'JuS abottf V\ Whan we did 

rlitottgs^ mttf vW ■'■tf&.yfa ttftlu^ht *Oh no!' it's going 
pj^p^fjfi^ff^^r^ ' Cyborg t Now we've seen 

> Sl*<teeW%^<W»^ V we reckon Cyhongis much 

rf\toa^rrU)uSr; you'H see the better - Eas ' er to P |a V and with 



equally useful built jn display 
[^dfr^r^tl^ion unit which 
1 allows him access to 



7'sortefift jlppei r i n th e viewer 
Youtcan'a'lso see a plan of 
nearby corridors and check out 
if an alien is after you. 

Unlike many icon controlled 
ga mes, the speed with which 
you can use Cyborg'* computer 



information about the security unit is only limited by how 



systems in the complex. 

He can also hack into the 
at ien com puter systems to 
access special codewords 
useful for getting through 
doors and other things which 



quick your own reactions are. 
Cyborg** real time world is 
shown at the top of the screen. 
The corridors scroll along nice 
and smoothly as Cyborg prowls 
along. 
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more depth," said Jon . 

Cyborg will be released on 
the Commodore 64 during 
August with an Amstrad 
conversion following on. It 
promises to be well worth 
waiting for. 



ABOUT THE 
PROGRAMMERS 

tan Foster joined CRL on a job 
creation scheme a couple of 
years ago and his first game for 
the company was Blade 
Runner. "I like to think of Blade 
as my apprenticeship/' 

fitibthat game but In the end V ; t. 'J? 
ttuflw Krt wWi 1 time. I featod * J , * -V $v 
%W1 of things ff^li <h#t '*& 
; ffe partrrej^fctfrth' i/rSi 
t^i^ytte 1 s jjjfjl |ft^r$ colli 
b*ossomed wfoj^'tliefc Tne*) 
CFtL. Jon has ju st fi ni shed 
creating fhf< graph irafdthtre 
Commodore ^ih^^^hi 
Rocky Horror Short wwtff , ' ' 
currently working full time 
Ian on Cyborg. 
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STAND ALONE COMPUTER GAME 
AVAILABLE ON CASSETTE 
FROM BEYOND 



PLAY-BY-MAIL 

ONE CONTEST 
A THOUSAND GAMES 




To play DARK SCEPTRE by mail, just fill in this 
coupon and post it to Maelstrom Games Ltd. t 42 
Wellington Road, Wallasey, Merseyside, L45 2NG. 
Please make cheque payable to Maelstrom 
Games Ltd, 



Please send me one DARK SCEPTRE Play-By-Mail Package. 
I enclose a cheque/postal order for £14.95. 

Please debit my Access/Visa Account No 

NAME 

ADDRESS 



for £14.95 
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You are playing in a vast 
contest All over the 
country hundreds of 
others strive like you to 
seize the Dark Sceptre. 
On microdrive cartrid 
you send us your com- 
mands and we return to 
you the latest news of 
your warriors — one 
episode in your struggle 
to power. 

Each episode keeps you 
thinking for days, maybe 
weeks, as you scheme 
and plot against a legion 
of enemies. Your op- ,j 
ponents aren t just dumb 
subroutines — they're 
real living, breathing 
people — and most of 
them aie after your blood f 

An episode of Dark 
Sceptre Is like a game in 
itself. Using our unique 
foresight- hindsight sys- 
tem, you watch action 
replays of events past, 
arid then simulate the 
futures at your fingertips 
in "preplays ,; of events to 
come — all wrth stunning 
animation. 

There are no deadlines i 
but your own eagerness. 
You start a new episode, 
give fresh commands to 
your warriors. You rush to 
the door as the letter-box 1 
, rattles a few days later 
I What's the news from the 
Western Isles? Have you 
won famous victories or 
have your warriors met 
their doom? You break 
open the sea] , , , 

AJJ you need to play is 
access to a Spectrum 
microdrive (you don't 
have to own one). All you 1 
need to win are lashings 
of flair, nerve and aud- 
acity The Dark Sceptre 
Play-8y-Mail package 
indudes;- 

* Master Cartridge 

* Episode Cartridge 

* Play-By-Mail Program 

* Solo Game Program 

* Start-up Position 

* Instructions Booklet 

* Coupon for 3 Free 
Episodes 



is 



The whole package 
£14.95 and each extra 
episode you play costs jusl 
£150 (1st dass postage 
included). 
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GAME OF THE 
MONTH 

This is C+ VG's highest honour. 
It's granted to the game which, in 
our honest opinion, is the most 
playable, original and exciting: 
game released during the month. 
We look for all the key points 
Listed below — but also that extra 
added ingredient which makes 
the game stand head and 
shoulders above the best of the 

m c+vg m 

C+VG HIT! 

This symbol is C+VG's way of 
telling yon a game is the 
BUSINESS 

GRAPHICS 

Is the game graphically great — 
or do the graphics grate? This 
mark puts you in the picture and 
lets you know if all things are 
sprite and beautiful. 

SOUND 

I s the sound loud and proud — or 
does it sound Hke you've got your 
head stuck in a bucket of mud? 

VALUE 

Should you heg> borrow or even 
steal the cash to get your hands 
on the game and be the envy of 
your friends? Or will it be better 
to wait until the game appears in 
the bargain bin? Find out here. 

PLAYABILITY 

Will you he dragged screaming 
from the joystick after 24 hours 
continuous play — or will the 
mere sight of the loading screen 
send you running to switch off 
the machine? 

No, you're Dot seeing double or 
even triple, There are three 
C+VG G ames of the Month for 
August. Why? It's simple. We 
thought Bobby Bearing, Room 
10 aad t'yracurse all deserved 
our top accolade. 




• Machine: Spectrum 
48/128 

• Supplier: The Edge 

• Price: £7,95 

Hare it ist Bobby Bearing , the 
game that we've all heard so 
much about, it has a feature 
called 'Curvispace 3D' which is 
supposed to be revolution ary. It 

isiif 

Bobby Baar'mg is fab, even its 
loading is weird and wonderful. 
First of all the computer finds 
'Bobby' instead of 'Program: 
Bobby'. This is an old trick, but 
then the title page comes on, it 
is drawn in colour and in a sort 
of spiral fashion. Weird, 

Then a scrolling message 
comes up and a counter counts 
down. Great stuff. Now to the 
actual game! 

First of all a nice ball bounces 
up and down as you select your 
method of control. As you do 
this picture scrolls left 
the various joysticks/It 
What a t 



Ultimate type, in fact I dare to 
sayit's SETTER. 

Then Bobby trots out, and 
wow, does he roll brilliantly, yes 
folks, Bobby actually roils. 



Pe 
de 



(nation is 
me of the good 



things about this game. Now 
what do you have to do? Well St 
goes like this. 

Bobby and his family, live in 
Tec hn of ear . a metai world 
which is a nice sort of place. But 
there were pa rts of the wo r I d 



press 
next lhln< 




As r , 

j scrolls left to right of 
s joysticks/keyboard, 
e touch. Now you 
id you're away. The 
you notice is the 3D 
e m to the old 
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% Machine: Amstrad 

• Supplier: CRL 

• Price: £7.95 

Every once in a while a game 
that's so simple but totally 
addictive takes C+VG by storm. 
Room 10 Is one of those games. 
It looks a bit WkbBaflbiazor at 
first glance — but when you 
start playing you'll realise that 
this is a different ballgame 
altogether. 

Room 10 — the rather 
obscure title comes from the 
name of the "celT or court 
where the game is played — is a 
sort of 3D Ding-pong with extra 
added addictiveness. 



created by fau 
programmer Pete Cooke, Room 
W will keep grabbing you back 
forjust one more game time 
and time again. Pate tells us 
that the game, called Glyding, 
was developed by the Galcorp 
Leisure Corporation and 
designed to be played in the 
very low gravity found on 
asteroids and outposts. 

It's played in a room or "cell" 
60x80x20. Each player controls 
a "bat"' and the only objective is 
to stop that ball hitting the wall 
behind you ! You score five 
points if you make your 
opponent miss, first player to 35 
points wins. 



nto 



The game screen is si 
two — player one at the top 
player two at the bottom. Each 
"sees" a 3D view of the glyding 
cell drawn vector graphic style 





wrth see-through bats and solid 
ball. Just watch the shadow! 

Down the right hand side of 
the screen is the score display 
— drawn LCD fashion. 

Sound effects are a sort of 
metallic "boing" and extremely 
effective. You can play the 
game at several different 
speeds, skill levels and you can 
change the colour of the screen 
at will to choose your favourite 
glyding cell colour scheme. 

Vou can play the computer or 
ahu: onentendi 



• STARTS HERE 
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which Bobby and his brothers 
were lold never to 90 Into, as 
this is where alt the bad 
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thef 

com 
(Wei 
kno\i 
Be 
ham 
and 



wo 1 



beer* good unt 
w cousin. He 
hers to go out to 
2ones, and like 
is they accepted, 
} be boys you 

3 the brave and 
>g, has U: go In 
■ brolherstrom 





vnmQSptndtzzy , which gets 
nnoying, 

Bobby Searing features great 
graphics, weird sound and 
brilliant game play. The Edge 
it's going to be their biggest 



ame yet, I 
I love this 
playable, if 
throw your 



• Graphics 
9 Sound 

• Value 

• Payability 
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fay. 
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ethe ball 



keys or joystick:. Here at C+VG 
we found the keys easier to 

controL 

You can achieve some really 
neat shots — bouncing them off 

walls and putting a bit of 

spin on tm^[l jg jfl^^P 

>■ 

I V 

have buiii ii 
move when you 
and bou! ■tofj the ||Bf~3^H 

aft 

^^^^HAjfeJB&sr'ri from the 

■:■ if-enu scree 
the end of each glyding session. 

Room 10 is simple, addictive 
fun with a capital F. Well put 
together, with neat graphics, 
terrific sounds and totally 
absorbing gameplay. 

• Graphics 9 

• Sound 9 
Value 9 
Play ability 9 



48/128 

• Supplier; Hewson 

• Price: £9.95 

So, you thought 
you d seen it all did 
you? When it 
comes to 3D arcade 
adventures, that i$K 
Well, think again, 
because Pyracurse is 
here. This latest 
release from Hewson 
will not only enhance 
their already 
considerable 
reputation for 
producing quality 
games, it will also make 
room based" arcade 
adventures look a bit 
silly. 

Pyrscurse allows you to 
move freely about a huge 
scrolling area exploring 
mysterious rooms and 
chambers, opening chests 
and discovering the 
contents of huge ancient 
vases. 

If you picked up the last issue 
of C+VG you'll already know 
some of the background to this 
South American adventure. For 
the unfortunate few who 
couldn't get their hands on an 
issue here's a brief synopsis of 
the plot. 

Patrick "Legless" G'Donni 
Professor Roger Kite, Daphne 
Pemberton-Smythe and Frozbie 
the dog set out to explore the 
tomb of the daughter of Xipe 
Totec an ancient and 
supposedly immortal god. They 
hope to find Daphne's father, 
ace explorer and archeoiogist 
Sir Pemberton-Smythe, who 
has unaccountably gone 
missing in the Sin u region of 
Columbia. 

At the start of the game the 
four characters are found at the 
entrance to the tomb — which is 
teeming with headless 
guardians, poisonous scorpions 
and deadly skulking skulls. 

Each of the characters has 
his/her Its own particular skill. 
And you'll need to keep all four 
of the explorers alive rf you 
want to succeed. Fortunately 
there are flasks of the extremely 
useful genetic enzyme dotted 
around the tomb. These can be 
used to resurrect "dead" 
characters if necessary. It's a 
good idea to make sure that at 
least one of your characters has 
a flask of this enzyme. They can 
be found quite close to the 
entrance! 

O'Donnell is the strongest 
member of the group. He's 
useful for breakmg pots which 
you'll find inside the 




tomb and which 
contain usefu 
items. Daphne is 
better at finding 
things than the 
others. Frozbie tends 
to enjoy digging 
through the dirt. 
Professor Kite is good 
at using the ancient 
objects left in the tomb. 

At the top of the screen 
is a window displaying 
your current mode of 
operation — you start in mobile 
mode. To the left, a coloured 
band indicates the energy 
status of your current character. 
If the energy level falls to zero 
your character will die. 

Manipulating the characters 
and getting them to do all the 
right things for you will be 
crucial when playing the game. 

The monsters you'll find are 
not very clever bui 1 hey are 
extremely single-minded. They 
will not stray fesr from : 
posts but they will chase you if 
you get too close to them. 
Fg rt u p at 0 fy th a re are w ays of 
disposing oh he ml 

There are many 1 Lams for you 
to collect and use scattered 
around the tomb. To pick up an 
object, select mobile mode end 
walk up to the item you require. 
As you collect it the graphic 
window will flash and show you 
a picture of the item. Each 
character may carry up to three 
items at a time. 

If O'Donnell or the Prof are a 
bit low Dn life-force, a cuddle 
with Daphnewill helpl 
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Pyret curse really 
IS something 
completely different. It has 
atmosphere and addictiveness 
in equally enormous quantities. 
It's the first "adventure movie" 
from programmers Mark 
Goodell and Keith Prosser — 
hopefully the first of many . 



Graphics 
Sound 
Value 
PlayabilHy 



9 
8 
9 
10 
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Knight Games brings medieval combat to life on Commodore and Amst rad computers, 
featuring One/Two player action, superb animation, brilliant hi-re solution graphics, 
eight specially composed medieval — rock tunes and selectable skill levels. 



EIGHT DIFFERENT CHALLENGING E VENTS 




Available on Disk and Fast Load cassette for Commodore 
64/128 and Ams trad computers. Screenshots shown are from the Commodore 64 version of Knight Games. 



COMMODORE 
64/128: 

Cassette £8,95 
Disk SI 2 .95 




ENGLISH 



SOFTWARE, 




AMSTRAD 
464/664/6128: 

Cassette £8.95 
3" Disk£l4.95 



1 flORTH PARADE, PARSONAGE GARDENS, MANCHESTER M60 1BX. 
> TELEPHONE: 061-835 1358, 

TELEX: 8950511 OflEOMEG. Ref: 14797001 DISTRIBUTED by U.S. GOLD 021-3598881 




"One of the best" — Popular Computing Weekly 

"It is good, no-nonsense material arts stuff with some realty good 
animation' - Your Computer 

Good fun, graphically excellent, and if you've so far steered clear of 
martial aits gomes, this could be the one to get you hooked" - 

Computer + Video Games 

SPECTRUM £6.95, AMSTRAD CPC TAPE £8.95, DISK £13.95 




ell Book Centre, Paulfon, Bristol BS18 5LQ 
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• Machine: Amstrad CPC 
464/6128 

• Supplier: Mfnd Games 

• Price: £9.95 

r 

Do you warn to play a round 
with Nick Faldo? Sounds 
, si ig htly du biou s, eh? But not a 
~ bit of it. This is the Royal St 

O George's CI Lib in Sandwich and 
everything's above board and 
very respectable, 
fl} Nick Fatdo Plays The Open 

has been around for some time 
on other formats but the 
A mstra d i s proba b ly the best. 
Good si?e graphics, bright and 

W colourful, and a uncluttered 
screen lay out. 
The lower half of the screen is 
r z\ taken up with the icons for 

controlling the game — choice 
of club, direction and strength 
jm. of s hot , weat he r an d score ca rd. 

In the centre is the animation 
of the golfer. In the Spectrum 
version of the game the 
annimetion also included the 
caddy who would pass you the 
sel ected club. '.'Are y 0 u s u re, " 
he would say. ,J Yes," you reply 
CQ whkh p rom pts an " 0 K' ' from 
him. All this is missing, but not 
missed from the Amstrad 
version. The lack of this verbal 
interplay speeds up the game. 

Nick Fa /do Pt&ys the Open is 
good fun and instantly playable. 
But to be honest j Ariola soft's 
Goif Construction Set on the 
Commodore 64 has the edge. 

• Graphics 7 

• Sound 5 

• Value 8 

• Payability 8 
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Machine: Commodore 



64 

• Supplier; Alfigata 

• Price: C7.95/e9.95 
(tape/disc) 

Trap is impressive. It has 
neither fast n r furious action, 
nor any great extent of strategy, 
but it holds a player's interest 
for a considerable a mount of 
time. 

An attractive title page 
a ppea rs whileth e ga me is 
loading, showing a 3D 
representation of your ship, 
flying down a narrow canyon r 
Sounds familiar, doesn't it? 
Well Alligata make no attempt 
to confuse prospective 
purchasers with a lengthy 
storyline- It's a game involving 
a rot of zapping, and is no less 
accomplished for that. 

The idea is simple — you 
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• Machine: CBM 64 

• Supplier: Anco 

• Price: £7.95 
cassette/£:i 0.95 disc 
Here's the latest blast and bomb 
'erngameto turn your 
Commodore 64 into a 
battlefieltl^ 

AstrategjBfJiiirid has fallen 
into enerrlyiiands and must be 
recapturejlfliaflfcosts, Victory 
can only tft^clieved when the 
enemy headquSfters have been 
destroy e d/Two p eople can play 
the gameWttiPting the roie of 
defender and : the other the 
invader. ^myLariswap between 
a tank anrTaerrjPane for the 
conflict. The majority of the 



screen is 
angled vt 
battlefiel 
tanks r tre 
strip aero 
screen co 
present 
and Inva 

There ar 
ranging f 





with an 
onto the 
ng, buildings., 
irstrips etc. A 
ttom of the 
eta i Is of the 
Defnnrinr 



levels of play r 
y to hard. 



Definitely not in the 
Commando, Rambo league. 

• Graphics 5 

• Sound 5 

• Value 6 

• Payability 6 




Kung-F 
Master 

• Machine: Amstrad 

• Supplier; US 

Gold/Data East 

• Price: £9.95 
cassette/1 :14.95 disk 

.And an oth er o ne bites the du st ! 
Weapon -wielding warriors are 
knocked for six as I, the Kung Fu 
Master, face the perils of the 
wizard's temple- 
Well that's the way it should 
have been but more often than 
not K was me who felt victim to 
some vicious kicks and 
punches. 

And that's not all which 
stands between you and 
rescuing a captive maiden. 
Dragons, killer bees and strange 
globes which burst over your 
head showering deadly 
fragments around also pose 
problems. 

Kung Fu Master was 
wonderful in the arcades and 
U 5 G o Id's com p ute r ve rsion 
captures all of the original 
excitement. 

It's fast paced, graphically 
excellent and very addictive. 
There are DnJy five levels to the 
game but there's enough in 
them to test you r joystick. 

• Graphics 3 

• Sound 7 

• Value 8 

• Play ability 9 



© 




must try to shoot, dodge and fly 
your way as far into enemy 
territory as possible, bombing 
fuel cann isters and picking up 
cargo. 

The screen is presented in 
much the same way as r um, 
(Millions of other games — Ed) 
er, right. It's a simple plan view, 
scrolling from top to bottom, 
revealing new areas of 
landscape as you progress. 
Your mission is made more 
difficult by the numerous 
defences which bar your w t ny. 
Some take the form of gun 
installations, dotted around the 
walls of the canyon, while 
others are fiendish police 
squadrons, who fly straight at 
you, guns blazing! 

Control of your ship is far 
from com plicated — left and 
right, fire. Zappo (equivalent to 
a Defender smart- bomb) drop 
cargo, and increase/decrease 



speed. Cargo is collected by 
flying, over it. There are three 
requisites which need to be 
satisfied before you can move 
onto the next phase. These are 
as follows: Aliens left to kill, 
boats left to bomb, and Police 
Craft remaining, 

Something which will please 
all hackers is that a demo mode 
has been included. Try typing 
"demo" into the high-score 
table and see what happens! 

And that's just about it. What 
we have, then, is a fast and 
furious zapping game, in the 
classic style. Mot too 
complicated, easy to get the 
hang of — and, most 
importantly, fun to play. 

• Graphics 7 

• Sound 7 

• Value 7 

• Payability 
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TIME 
TRAX 

• Machine: Commodore 
64 

• Supplier: Argus Press 
Software 

• Price: £9.95 

We had a lot of trouble getting 
hold of this game. When we did 
eventually get one, it wouldn't 
work. It will come as no surprise 
to ygu that having to make a 
raid on the software company 
just to get a working copy, in 31 
degree heat, is no picnic. Still. 
We're the courageous sort at 
C+VG and after only a whole 
day's effort, we got the dashed 
thing to work. 

Time Traxis, according to 
Argus, "incredibly deep . 
Hmm. Dense maybe. The plot 
goes a Hnle like this. . . There 
was a nuclear war. You 
survived. Your sole companion 
i n your shelter was a disturbed 
old lunatiecalFed Uriah 
Winter bottom M. Sc. He was a 
mad professor in the classic 
style. A few day s before the 
end, he began to babble about 
time zones and suchlike, , . Get 
the picture? Yup? The game 
plan is remarkably similar to 5th 
Axis (reviewed fast issue). It 
involves travelling through time 
zones and returning lost pieces 
of history to their correct eras. 

The screen is presented rn a 
very orderly fashion, the top 
half being an "action window", 
showing — surprisingly — the 
action. In the lower half a series 
of boxes show all sorts of 
interesting, and utterly vital, 
information. Time elapsed, tiles 
stored, energy left, object 
storage boxes and the menu. 

The menu is quite 
competently assembled. By 
movfng the joystick back and 
forth, you can select options 
with which you can manipulate 
objects. 

And that's really all there isto 
rt. The graphics are nice, but too 
small to contain any detail. 

There are an awful lot of 
places to go, from the current 
era — obviously — th ro ug h th e 
ice age, wilderness, golden age, 
Gothic period and many more. 

To find an object, you need to 
LOOK in a likely place. 
Unfortunately, there are an 
awful lot of likely places, and it 
takes a considerable amount of 
time to cheek them. 

And that, dear readers, is it. 
Mothing marvelous, but 
reasonably reasonable. Oh, yes, 
the music is very nice too, 

• Graphics 7 

• Sound 8 

• Value 7 

• Payability 6 



Hfqougp down to ibe woods today 
t) oa re sure of aswif t demise... 



Cauldron II looks 
good, sounds good, 
and plays even better. 
Miss it and you II 
regret it!' 

-Zzap! 64 

"Don't delay, buy it 
today!" 
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• Machine: C64 

• Supplier: 

Microprose/US Gold 

• Price: £9.95 (tape) 
£14.95 (disc) 
The fi rut of th is issue's flight 
Simula lions is the instant classic 
Aero Jet — which our very own 
Hot Gossiper Tony Takoushi 
raved about in our June issue. 

This is probably the fastest 
simulator you'll ever fly — 
based as it is on an acrobatic jet. 

The screen layout is similar to 
Sola Flight's i/it but there the 
similarity ends. This IS a jet 
plane after a I II 

The player is faced with 
numerous play options at game 
start, Four players can compete 
with a choice of ten events. 

The events are Pylon Race, 
Slalom Race, Ribbon Cut, 
Inverted Ribbon Cut, Under 
Ribbon Rolf, Loop Under 
Ribbon, Under Ribbon Race, 
Spot landing, Cuban Eight and 
Simulated FlameouL 

You can pick and choose the 



events you wish to play at gam 
start from four options. Single 
Event, Pentathlon, Decathlon 
and Unlimited. 

The ten events all require a 
good mix of skill, timing and 
concentration, but they are 
beautifully interactive, and you 
feel you are in control. 

This isn't really a simulator 
for beginners — although it is 
extremely easy to get into. The 
game comes with Microprose's 
usual comprehensive 
documentation complete with 
quick start instructions. 

Aero Jet is an action packed 
flight package — lots of fun, 
even for those among you who 
aren't immediately grabbed by 
games of this kind. 

As you dive and weave 
around the skies you can see 
the underside and Top of your 
Aero Jet — a nice graphic detai 

• Graphics 

• Sound 

• Value 

• Playabilil 




• Machine: C64/128 
9 Supplier: 

Sublog Ic/Centresoft 

• Price: £34.95 

If you can find the incredible 
price tag and enjoy complex 
flight simulations then this 
offering from Sublogic could be 
for you. But here at C+VG we 
reckon that any Microprose 
flight simulation knocks t 
socks of this alternative 
American offering, A»d Wil 
Bill's flight sims corneal ha lf 
the price! 

Like all flight games yo 
begin at the menu screen w 
offers you a choice of fiv 
different scenarios, dog 
target strike, free flight or 
You also get the option to load 
in "scenery discs" which are an 
optional extra. 

Then you get a chance to 
select practice or difficulty 
levels before going onto the 
next selection screen which 
allows you to fly either an FT 6 
Fighting Falcon or an F18 
Hornet. 
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It's best to sort out the 
controls before you blast off — 
and here Jet is amazingly 
difficult for the beginner or first 
time player. Lots of shifivkey 
combinations to deal with 
whiAmake flying the thing a 
It job indeed. About the 
ng you can do via the 
is to control the jet's 
aitrtJ^fttfa/id fire the selected 
missiles. And (he response time 
your control instructions is 
uch too slow. 

YoMl find yourself making 
the eject mode quite a bit 
nice touch, probably the 
st thing about the whole 
game! 

Jet isn't a simulation for the 
novice fighter pilot — and 
frankly the huge price tag just 
isn't justified by the product. 

C+VG s test pilot would go 
lor Solo Flight or Aero Jet 
instead. 

• Graphics 8 

• Sound 6 

• Value 6 

• Payability 6 





• Machine C64/1 28/ Atari 

• Supplier; 

Microprose/U.S. Gold 

• Price: £9.96 (cass) 
£14.95 {disc) 

The original Soto Flight was 
about the easiest flight 
simulation to get into. Now 
he re's So/o Flight II — g special 
remix of the original. And It's 
simply brilliant. 

It's got all the neat features of 
the first game with a revamped 
instrument console and terrific 
speech synthesis. 

Try the flight practice option 
and a soothing American voice 
talks you through your first 
flight from take-off to landing. A 
great way to learn how to fty, 
There's even a soothing 
American female voice that 
gives you messages from the 
"control tower" — about 
weather and such like. 

The soothing American voice 



doesn't even panic when you 
go into a power dive! It tells you 
when you're too low, too high, 
travelling too fast — but doesn't 
shout "Mind the trees!" or 
"You're a maniac, I'm bailing 
out!" or even "Argghhhhh! 

It seems a bit churlish to call 
this piece of software a game — 
it's probaly the nearest most of 
us will get to flying s real plane. 

But there is a challenge 
element in the mail run option 
— you have to deliver five bags 
of mail to different destinations 
battling against deteriorating 
weather conditions and coping 
with night flying. 

The instrumentation is easier 
to decipher in this revamped 
version a nd th e y a me — 
unusually for a simulation of 
this kind — is amazingly easy to 
get started. The synthesized 
instructor really helps to get 
you started. 

Solo Flight II continues the 
long line of accurate flight 



simulations from ex-fighter 
pilot 'Wild ' Bill Stealey's 
Microprose outfit, in fact it was 
play tested by "real" pilots 
during development 

Graphics are simple hut 
extremely effective. Sound is 
greats and the speech! Well 
you won't believe it's coming 
from your 64. M uflt be the most 
accurate synthesis yet heard on 



a micro, Solo Fight is the closest 
thing to flying short of going up 
in an aircraft. And the price isn't 
sky high either. Great product 
— great value. 

• Graphics 8 

• Sound m C+VG 9 

• Value V HIT! .# 1fi 

• Piayability^ ^ 9 




MEG AS AVE FANTASTIC SAVINGS 



SPECTRUM 

Fajritgftl 7.5D 

Elitft 11.23 

Zcida 5-W 

Kung fv Master 7 JO 

Commando 7.50 

BvfcloSkCCd 5.25 

RDcK'n Wrestle $.75 

TomaMwk 7.60 

Sauoleur 6.75 

Roller Coaster 5.25 

Pub Games 7,50 

f * -V K^>p Fu . 5.95 

•5pi!Tire40 ...7.50 

Ping Pong 5.96 

Giadiatw 6.75 

Desert Hat 7.50 

Supertax 7.50 

Mermaid Madra&s 7.50 

Turto Espfil 6.76 

StyFcui .6.75 

Movie 5-$5 

WaydlTmr 7M 

Bomb Jack 5-95 

FA Cup 5.95 

Twister iJBO 

H»av> on Magp* 7.M 

BamFonSinplfiAR*. 5-95 

Barman 5,95 

Matron cs... . 5.95 

Pfipsr Bof 5.95 

Mandragore 7.50 

Cliif Hanger 5.50 

Green Berel 5.95 

PfC* 01 Maflick 7J50 

Quazafmn 6.75 

Bounder 750 

Be* hams Oicfcel 5.50 

B^les . .7,50 
Strike Foroe Harner . 7.50 
Alien Highway 5.95 

Spmdizry 7.50 

Red HawK ., 9.75 

Core 7.50 

Kiral 5.75 

Starslrike II S.9S 

■V 5.95 

Ghost n Goblins 5.95 

Theatre Europe 7.60 



Who Dares Wins 1 1 5.95 

two Jura , 5.95 

Equinox 7.50 

Grph. Ad Creator . . 19.50 

Bounces 7 .50 

Wld Cup Carnival 7.50 

Cor* 6.75 

Time Trajf 7JJ0 

Pyracurse 7.50 

Dynamite Dan II 5-95 

Aclion Fteflex 5.95 

Kirel 6.75 

Silortl Service 7.50 

Cauldron II ... 5.75 

Spitting Image 5.95 

F^njr ol Trarures . . 5.95 

Snow Queen 7.50 

N»«u* 7,50 

Toad Run S.9S 

Tantalus. 6,75 

Laser Gansu& 12.50 

Softer Bearing . . , , 5.95 

Dark sceptre 7.50 

Hamarvd.. 7M 

COMMODORE 54 

Elrte. 11.00 

Exptodirm FislDl 7.50 

Summer Games II D1 7.50 

Sky Fo* D3 7J0 

Mercenary 03 , 7.50 

Tafromotmos D3 7.50 

7c*ds Dl 6,75 

EummarGamas ( Dl 7.50 

Winter Games Dl 7.60 

Acrrjjel 01 7.50 

Who Dares Wins 6.95 

CommandJo 7,90 

Sknc< Daze 5.25 

ErwgmaT Force 7,50 

Mugsy s Revenge .... 6.75 
FkiCkS Wroalle D1 .750 

Solo Flight It Dl 7.5Q 

P'ng Pong D3 5,95 

Flinlstones 5.95 

0846*1 Ft>* 01 750 

Superbowl 7.50 

HifdlMl Dl 7,50 

WW West 6.00 



Bounder D1 7.50 

Boulder Dash III 7.50 

Ur<Jium D3 6,75 

Kunk Fu Master D I .... 7.50 

Law olthe West 7.50 

Bomb Jack Dl 7.S0 

Tws!er 5.50 

Way of me Tiger 7.50 

FA Cup 5.95 

PSI-5 Trading Ol 7.50 

F airtight D3 6,75 

Sterahsp Andromeda . 7.50 

G^oen Berel 6,75 

Zzap Sizzlers , 750 

Tigers m the Snow 750 

Oft the Hook ... 750 

Btggles- 7.50 

Tubular Balls 5-95 

Ocsion m the Oesed 1 2.50 
Golf Construction 0 1 9-95 

Mermaid Madness 7.50 

RedHiwk.. 7.50 

Touchdown Dl 7,50 

Pais* Titanic ...... 7,60 

SpindizzyOI 7,50 

war Piay 5.95 

Doomsdarti Revenge 7,50 
Price- of Magick 7.50 

Papaya 5.95 

Ghost TV Goblins 750 

"V" 7.50 
&*ent Service bit . " ". 7^0 

Core 7.50 

Grph AOv CrealfX 19-50 

Cauldron 1 1 6.75 

CupCami^at &t 7.30 

Sou them Bete 5.95 

Snow CXieen 7.50 

Laser Genius 1250 

Altered Ego Cksk 19.95 

Shogun D3 . 7,50 

Nexus D3 7.50 

Tau Ceti D3 7.50 

Knight Games 03 6.75 

Time Trax 7.50 

Rebel Planet Dl 7.50 

Leaderboard Dl ... 750 

Samanthe Fax 7.50 

Salman .750 



Chisade m Europe . 12,50 

P»tege inclucteO UK. Please state which micm. Fail service, 

5*n<J cheque^'PO to-; MEG ASA VE, Depl CVG, 49 H Sutherland Street, Victoria. 
London SW1 V4HK 

MAIL ORDER ONLY: 5*nd f<ff FREE tStt Amtiftti, CUk USX. 
D Disks Availabie. D1 Bt£t2.50, D3 at £1tL30. 

ACCESS 



MIDLAND COMPUTER LIBRARY 

A SUBSIDIARY OF PLATINUM GOLD 



■ 0-rtr B DOO different titles arvailab!« far fiire far 1he COWMODDRE SPECTRUM. BBC, AMSfRAD, 
ATARI. MS*. ELECTRON, IBM and APRICOT 

" WCADE, ADVENTU RE EDL!CATI B«AL and BUSINESS s«1twa«e tod. 

■ HWf PRICES from only ?5pt»CP4P 

' 2t)\ DISCOUNT Olt Jll purchase SDHwaie. 
1 FREE HINTS AND TIPS, 

' f AS' Hb'LRN OF POST SERVICE lit ruSfrrVCS arc give n 

' ALL GAMES manu1aclur« Qfl1Glft|AL$ with lull documwEatir»n. 

■ OVER i2,C)Qa sashed members. 
' EUROPEAN memtjers vwelcrime 

* Fully comgutRrised system keeps track <jl your order We nf$e r^irselvRS in be. ng the most 
professional Hire Library m the United Kingdom . with staff ol 1 4 ttt\o know tfiac ttie worrj service 
meais. Sacked by pur own snfr^a r ? company and prpg rammers . 

Tel: 0905 611072 

Please rush ma my free catalogue slating machine. 

Mama .,...„„.„ „ „,.„. ■. „„ „ ^ 

Address .,.„.„. _ „ „,„ , 




Atari 400/6 00/800/XL 130XE Atari 520ST 
Commodore 64/Vic20/C16/Plus 4 
Spectrum/BBC/ Amstrad 



Hardwoio Software Peripherals 

Mediateeh 5V4 Discs (SS/DD> 
Mediatech 5 l A Discs (DS/SS) 
LOCKABLE 100 DISC BOXES 

PHONE OB WHITE FOE PRICES 



11,95 
12,95 
9.95 




LIVINGSTON COMPUTER CENTRE 
17 THE MALL, CRAJ G SKILL 
LIVINGSTON. (0506) 36978 

POSTAGE £1.00 
FREE POSTAGE AND PACKING ON ORDERS OVER £30 

Callers Welcome 



400/806 



XL/XE 



LOOK 

ATARI OWNERS 



NOW 



ST 



Are you having difficulty finding suitable software.lf so, then 
took no further. We have available for both hire and pur- 
cha&e one of the largest selections of both UK and American 
titles to choose from. Games and Utilities for all ages. 
Hardware and add-on utilities at discount prices and special 
deals regularly being offered. If you would like further 
information please send a large s.a.e. to: — 

CHARNWOOD PRODUCTS AMP GAMES 
30a Warwick Avenue, Quom Loughborough 
Leicestershire LEI 2 BHD 
Tel: 0509 412604 
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BRUCE 

• Machine: BBC 

• Supplier; US Gold 

• Price: £9,95 

it's finally ava- lahle on the BBC. 
Bruce Lee is a lively 
up-and-at-'em martial arts 
adventure which has our Bruce 
kicking and chopping his way 
through a perilous fortress in 
search of infinite wealth and the 
secret of immortal rty. 

He's not left to do so in peace, 
needless to say. The fortress is 
fuh of dangers, including the 
dreaded Green Yamo and the 
fiendish, stick-wielding Ninja. 



LU 
LU 

BRUCE 

As he progresses through the 
many levels and secret 
chambers of the fortress, the 
going gels really rough — there 
are electrical charges, 
exploding hushes r and finally 
the awesome powers of the 
wizard himself, 

Apart from moving left, right, 
up and down, jumping and 
ducking, he has only two moves 
with which to defend himself, a 
chop and a kick, A paltry 
armoury for a master like Bruce, 
you would think, but it's enough 
to make the Green Yamo stop 
and think. 

The graphics are colourful, if 
rather crude, hut don't let that 
put you off, even if the price 
tioe%. Brace Lee neatly 
combines arcade action with 
martial arts in a very 
entertaining package. 



Graphics 
Sound 
Value 
Payability 



SAI COMBAT 



• Machine: Amstrad 

• Supplier: Mirrorsoft 

• Price: £8.95 
cassette/n 3.95 Disk 

It looks good and it sounds 
good — that's M/rrorsofTsSa/ 
Warrior on the Amstrad, 
BascisHy, it's a sort of Way of 



the Exploding Fist with sticks. 
And good fun it is. 

Sai Kararte is a martial art in 
which the fighters use a Sai 
Weapon — a big pole, in other 
words. Add to this a variety of 
karate kicks and you've got the 
ingredients of a violent punch 
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The idea, as with most of the 
seemingly millions of martial 
arts games on the market, is to 
fight your way through eight 
levels, from while to black bell 
and then through theeight dan 
levels until you reach Sai 
Master. At various stages in the 
game there are extra hazards to 
face — such as Ninja stars 
hurtling by. 

Points are scored for 
successfully landed blows, A 
total of 600 points are needed 
for a knockdown. Energy levels 
are shown on the dragon's head 
on the scoreborad. Three 
knockdowns are required to 
progress to the next level. 

The Sai Warriors are big, 
bright and very colourful. The 
sound is quite funny. The 
supposed whoosh of the Sai 
weapon through the air sounds 
a little like a jet engine starting 
up. 

• Graphics 3 

• Sound 7 

• Value 7 

• Payability 8 



• Machine; Spectrum 
48K 

• Supplier: Firebird 

• Price: £1.99 

What's this? A budget Fist ? No, 
not quite. ButnV/n/a Master isn't 
a bad warm up for a session 
with the real thing. This game, 
from the Swedish Tron 
Software team, is a sort of Ninja 
Supertest. 

You have to compete in four 
tests of skill. You begin as a 
lowly white belt and must 
qualify in each of the four 
6 v e nts o r tests b ef or e y o u a re 
awarded another pretty 
coloured belt to hold your 
ceremonial trousers up with for 
the next attempt. 

Event one is a test of you r 
reactions. You have to fend off 
f lyi rig arrows by kicking and 
punching at the right time. Each 
of your three attempts at 
qualifying is timed and if you 
don't get the required score it's 
back to the start of the game 
again. 

If you do qualify it's on to the 
karate chop challenge in which 
your Ninja has to smash a block 
of woori which looks big 



SPY HU 

• Machine: BBC 

• Supplier: US Gold 

• Price: £9.95 

Spy hunter? Smiley would turn 

in his grave, The hero of th is 

game is a cross between James 
I Bond in Casino Royals, and that 
' character in Death Race 2000 

whose main aim in life is to run 

everyone else off the road, as 

violently as possible. 
Because that's whatSpy 

Hunter is all about. A van rolls 

up and disgorges your 

ultra-equipped turbo-charged 

spy mobile. You evidently 

haven't been very subtle in 

whatever investigations you've 

been conducting, because all 

the enemy's master spies are 

out to get you. 

With a screech of scorched 

rubber you're off r controlling 

your car via joystick or 

keyboard, choosing your own 

speed. The road unrolls before 

you. but careful, it's icy in 

places. An enemy appears, and 

must he dodged or obliterated 

— it might he the Road Lord, 

Swftrh tola Hp Hnrrrsl fluryi^i 
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enough to be a kerbstone. This 
is just a two key "decathlon* 
game. Hammer away t° get the 
powerrneter into the red and 
you'll break the block. Not much 
of a challenge this. 

Which is something that 
cannot be said about the next 
test which pits your Ninja — 
armed with a sword — against 
the deadly Ninja stars. This is 
another — tougher — reaction 
test The stars come at you thick 
and fast and at different levels 
Once again you get three timed 
changes to beat the qualifying 
score. 

Manage this one and you find 
yourself armed with a blowpipe 
attempting to shoot down 
cannisters thrown from the 
right hand side of the screen — 
Japanese duck shoot I 

The best thing about the 
game are the sound effects. 
Horrible screams when your 
Ninja gets hit, nice oriental cries 
of triumph when you get 
something right and huge 
cheers from the crowd when 
you Qualify for an event. 

Thegraphics are nicely done 
and the screen presentation, 
hi-SCOres in a little window on 
the right hand side, wilh other 




The Enforcer, Doctor Torpedo. 
On the other hand, it might be a 
civilian vehicle, so watch that 
itchy triyger finger , t t 

Your only weapon at the start 
is a machine gun, but as the 
game goes on the weapons van 
(surely with Q at the wheel?) 
shows up from time to time to 
equip you with more gadgets, 
like an ail squirter, a 
smokescreen, and anti-copter 
rockets. This happens to the 
accompaniment of a tune which 
is based, loosely, on the classic 
James bond theme, 

In best Bund tradition, your 
car can even turn into a 
hydrofoil, which gives you the 
chance to confront a whoie new 
set of villains and obstacles on 
water. 

It's an amusing variation on 
the old arcarie?ap 'em theme, 
but that's basically all it is. 
Though, personally, I would 
buy it for thai theme tune alone 

• Graphics 8 

• Sound 9 

• Value 6 

• Payability 7 
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relevant details along the 
bottom ot the screen, is good 
too- 
Each event is proceeded by 
an intro screen which usefully 
tells you the right controls, 
which the player can define if he 
or she so wishes at the start of 
the game. 

This is a keyboard only game 
and we experienced some 
difficulty loading with a joystick 
interface plugged in. The game 



doesn't really lose anything 
because of the lack of a joystick 
option. 

Ninja Master Is a good value 
budg et game — but might not 
be long on lasting appeal after 
you've wacked through it a few 
times, 

• Graphics 6 

• Sound 7 

• Value 6 

• Payability 6 





■±* 






















■■flES sine f sir 


EBRDBI 



HELICHOPPER 

• Machine: Spectrum 

• Supplier: Firebird 

• Price: £1 .99 

Airwoif this isn't. But it still 
involves a super-helicopter on a 
mission to rescue — net 
scientists or maidens in distress 
or prisoners of war bur 
clones. There's a new twist for 
you. 

Unfortunately the game is 
pretty uninspiring — even for a 
budget title. You have to fly 
your chopper around a 
cramped screen full of blobby 
aliens, pick up the clones and 
land them safely on a series of 
platforms on the left hand side 
of the screen, 

There are four screens to this 
game — each with varying 
difficulty levels — more, nastier, 
quicker aliens. You can bomb 
the nasties as you dodge about 
if you real ly want to. 

Frills like a joystick option, an 
instruction screens, 
comprehensive menu screen 
and a hi-score table don't stop 
this efffort registering a high 
mark on the old boredometer. 
Save your two quid and put 
them towards a full price game 1 



Mini 

WHIT 



NT C i a a i 
sue i aool 



Graphics 
Sound 
Value 
Playabiiity 



5 
4 
4 

3 




REBEL PLANET 



• Machine: BBC 

• Supplier: US Gold 

• Price: £7.95 

You are Tarann, last of the Earth 
heroes, engaged in one last, 
desperate attempt to break the 
stranglehold of the loathsome 
Arcadian empire on the galaxy. 

Your quest, to destroy the 
Arcadian queen computer Your 
weapon r a forbidden laser 
sword. Your opponents, many. 
Your chances, pretty remote — 
as far as I can see. 

Ftebei Ptenet is a text 
adventure which may not have 
been Quilled, but it certainly has 
that feel, with all the clumsiness 
of response you get from 
adventures written according to 
a preset formula. You are 
confronted with "Sorry, I'm 
confused™ frustrating I y often 
when the program doesn't 
recognize your input, but at 
least there's a fair variety of 



J 'You can't do that "-type 
messages. 

There are one Or two 
home-made touches which 
really shouldn't appear in a 
commercial product : sentences 
occasionally get duplicated, or 
words wrap round badly, with 
single characters being taken 
over on to the next line. On at 
least one occasion the program 
told me an object was m view, 
then proceeded to deny it when 

I tried to pick it up. 

That's what I don't like about 
Rebei Planet. What I do like 
about Rebel Planet is the 
ingenuity of the puzzles and the 

I I vel in ess of t he see na r i o . You 
start on the flight deck of the 
merchant ship Caydia, 
disguised as a traveling 
merchant, The ship seems to be 
deserted except for domestic 
droids which scurry around 
cleaning the place. You must 
explore, pick up what's going, 
top up your protein and energy 



levels, then disembark on to 
planet Tropos to make your first 
contact with the underground 
resistance. 

Simple enough, you might 
think — only it wasn't. I never 
did get to grips with the 
tortuous workings of the 
author's mind, I died of 
starvation six times before I 
gave up trying to find the card 
that operated the sustenance 
machine, and turned to 
chewing the carpel instead ▼ ; ; 

That's what it's all about, of 
course, A good adventure 
should grip, andffebe/ P/anef is 
certainly gripping, I just wish 
something could be done about 
the constraints of the 
framework within which so 
many adventures these days 
seem to be written, 

• Vocabulary 6 

• Atmosphere 8 

• Personal 3 



SUPASOFT DISCOUNT SOFTWARE 



The only software house that guarantees games 
shown in this issue are released 

BEST DISCOUNTS IN BRITAIN 



THIS MONTHS NEW 
FELUSIS 
SPfCTflUJM 

GHQSF \ GOBLINS. B 75 
FfKTA6KAM tT 25 

REBEL RJtfh" . £S 7fi 

MA* MONIES £5 75 

f«JI*0X . 
BQUhlCES . 



£7.25 



STARSTHKE II e 75 

8ALLBLA2ER :- 75 

AO^iOEH £5 75 

fiflFFNiftRET £5 75 

QUUATfWH ... I5 75 

ROCKfcWRESTU fB 75 

5HNDIQY £7J5 

BATMAN ft ft 

PrBEHUN E7,a 

MOV* ... E5 74 

SUPfcaTEST . . PS J*. 

INDWffl EflCCEn ... EiSO 

ROMbJflCK . ES75 



THIS MOhfliS HEW 
HELUShS 
MHH 5i 

SAWrLIK ft 75 

GREEN BERET ... £5/5 

9IGGI.FS E7R 

GOLF CONSTRUCTION . CM H 
LASER -5£N.4iS tlO 95 

SMffFftlH.,... D6 75 

TAlfGfTI Sir 25 

GHOST i. &OBLIH5 £7 25 
WAV OF THE TIGER V 25 
GPlhDlfJV ...... f? 25 

SILENT SERVILE £7 M 

CAlh-ORON II . Cfi 75 
•LORE E7 25 

WKU-5 .... E7.2S 

Southern mliE ....es.7s 

- -Al? DELI « E5 75 

LAW OF THE WEST £7 25 



:0M THUMB ... . 
S DAMSfiMffiOEfl 
KjNG Fg K4 
WINTTR0LTWHIC3 



ILLS, 

HVF^SPORTS III 
FN . ARC'S 



£5.95 
£4.94 
£4.95 
F5 96 



£14 35 



TJ10.5B 
L: 75 
£7 25 
K "5 
D 25 



Eirrt 

KCUi FOCUS 
-DRF 

TOMAHAWK 

MttRHW (j/j 

GRAHAM GOOCH £7 24 

V EE 74 

^ftK3DWt. E7 » 

WAr OF TIGER E7 » 

PUKFS .. . : E7.2S 

INTMflAll |'4 w 

HYPfflSPORTS £675 

CLITE FjiO M 

PRICE OFMAGlK EF 25 

PS THAWHG CO P S 



fio?s 
£i024 

E7J5 
. £7 25 

GRAHAM GODEH ' E7 25 

sold million ii cp- 25 

SOLD MILLION 17 25 

somen fr.25 

V... CS75 

SUPERFJOWL f7 25 

(MSfVIW. £5JS 

HAH3BALL £7 25 

TlHf TIJNNEL fj 25 



A MS TRAD iLiHi 

OflfEN BbRET ... Cfi 7* 

KMC! Fu MASTER . E7» 

EQiMNGK... £7 2* 

WINTER GAMES 

SflNDIZZY E7.» 

MOW.. .ffi.JS 

SAM FOX. ... . ES75 

SHADOW ^IRF ,„, £7 25 

RA'M^N IE 75 

-TlfT [IfcXTEH . £7 25 

DOOMSDAY BLUES , £7 25 

BOMB JACK £T» 

rOMA"AKW Ej.» 

GUUmiGHT . . 

ELITE. 

WAVGFTHF TIGER 



E10 ! 



i (Dlsljl 



JGER SA^II 
LA5ERCOMP 

..- > 

wniriGRGMM 

GHEE* 

WWIEFi GAMES 

M« 

B.VTWAN 

TAUCFTI 

n G«AKAWK 

ECIUIUQK 

HUM/YON MAGIK 
ZQIDS £6 75 FIFO ARROWS 

SS™' ei m doomsua* dlut:; 

RETlJRh ROCKMWI . £ I » Mu5 '.. W I F hi 

SIS?..,^- E19 * MINI ORFICf. n ,., 

EJMMANW) ESS* WHO DARF iMNS II 

TRADE COUNTER MONFFtl 9.30-5.00 ;h 45% DISCOUNT ON NEW RELEASES 

fhwUdlLS SSITr^fh*'* ^ OU ^ 0p P n ? M GlVe us a vi3ic In £«S< London to recotv* 
thest discoums plus oth Hr savings. C16 ■ - J. Atari. MEX, Etedron. also stocked .n Our shop 
Overseas Orders Cheque only S^ng: ELMop&add E2 per tapt. (fiscwhere ado per tape. 

ARCADE INTERNATIONAL SOFTWARE (C&VG) 
202 SHOPPING HALL, MYTRLE ROAD, EAST HAM, LONDON E6 

Pleas* do not send off (or games not shown m our Ad. 
They ma^ nor have Ijetn released. 
Wa only sdvertise games 1ftat are m stock 



Ghnsri SobiitE 

EqulVht 

JlS-^ll -.t 1 
Ouaiifan 

Turbo E?pr«t 

TifteFri^ 

Bairnin 

R«k4Wrfslhf 

Way sMheTiHtr 
Green BM 
Matron 
TNMt 

PTiififAAjgi^ 
PawrtKrp' 
CrisD S inishp; 
EmjKt 

taw totrl 



RRP 

T.94 
-hi:: 
S 96 
? 95 
9 95 
7 95 
B.« 
J S6 
5.9* 
«.95 
7 95 
S95 
9 96 
5 95 
9 95 
B.» 
J.95 
T.9S 
9 96 
9K 
7 95 
3 35 
3 95 
7* 
7.S* 



TJUB lii'MM F.i i;-;. 

5.25 Hhcsl frjcthni 

6 50 LHiJrnjaand 

b Qfl LudBrbnvrJ fDl 

S !jl.l &Un)iukt 

s oo waf or ihe rmv 

s« Mm 

S 00 SiCalDur 

BOO GrwnetvK 

B.50 TiuCrt 

5.25 CjuHJran 2 

COO SilenlSlMCaiQi 

6. SB Silmr riiM 

t-J'S Saulhrrn fin :r 

fl-SO ApTiiat 

5 0C- finjOeradsri 3 
5.25 B S glrs 

6.50 HBnyonMagick 

6.50 KingrHftam?5 

&25 Mfrmsd Macl^si 

4 M T-tam: 

6 M Pr« ul Mkihs 



RRP 

9 95 
9 95 

H» 
BS* 
9 Sft 
9 9^ 
9 95 
3 95 
B 95 
9 95 
B.95 

U.95 
^96 
9 95 
7,95 

t4 55 
595 
9/55 
S.95 

9 96 
»95 
5 95 



UI;H 

Ei 5JJ 
6.54 
10 M 
6 BO 
& 50 
(50 

i: VI 

fi 00 
GCC 

5 n 

6 25 
10 DO 
S 50 
5 50 

5 00 

in oc 

6 5C 
6.50 
G.5Q 
6 50 
6 5D 

5 W 
B50 

6 CO 
650 



AMSTfllB 

Sjn Lliii> l3i 
Hvr< F-, MaEWi 
KiingFij Master .'D| 
Thi L>li 
TJu Cen ;TJh 
Wit ul iheTigtr 
Wit ul T^cr rp| 

Mr-ttdn Pi 

Fnviini 
Et)unox 
TjqmnuK 
rtmlf.' Games 
Wirrdf CjmeS |D;> 
Hitman 
Sfteoun 
Greer K-r^i 
Price ef Maptl 

■J J'-U. 



HRF 


OUFC 


9.95 


B» 


1J 35 




9 55 


6.50 


14*5 


ion 


944 


5 95 


H94 


10 00 


9» 


6 : J5 


U.36 


TO ft) 


9.95 


u 


"I 95 


10 00 


9.95 


6» 


H 95 


10 oo 


M 95 


10 00 


19 »5 


14 95 


H •■■ 


<z S3 


14.95 


to oo 


9.9* 




14.95 


io co 


B 95 


GOO 


9 95 




894 


&D0 


5 95 


e ss 


h ;,- 


1 9:g5 


io;w 




fj 50 



Cheque and PO (Slerfjng Only please) Mack; Payable tn 
DISCOUNT SOFTWARE, Depl 3, 210 N>cholls Towor, Harlow 

Overseas Orders PJeasa Add 75u per Tape. 



Esiejf. 



19.B5 
f'O 95 

ffi i)S 

S.TI 95 
fiOfc 

^9 44 
£10 95 
E1D.9S 
LI 'i 

£10.95 
£9 95 
i s - 1 

f13 96 
f9 96 



CUT PRICE SOFTWARE 




SPiCTfiUM 

Giib/;! ijnr 

Barrran 

Theaire r.jr ■ 

Em... 

Fk'oars bGctiins 

T>ynsm« Dan ? 
p ipflr5oj . 
Thn PlanelE-. . . 
EqMinpi 

FNucurst 

MarTliDrirj . 
FtHecfftAigtct! .... 

UcbuvBtinng 

iTfloPorifl 
"(jrDD tlpri! 

taribjKk 

Hra^v onMagiL 
&Un*iiM 2 

Scanty dDD 

Wa^fjtTiwTirjH .. 
BuuuLer, 

Arr^lrja Biai'ih Onks 



6 96 

7 95 
..9.34 
H.9S 
. 7.9S 
, 7.95 

7 95 
9 95 
9 95 
B«4 

• T94 
9.9$ 

. 7.95 

. 7.95 
o 95 

.7.95 
■j 35 
795 
756 
99* 
995 



mm 

6.25 
: 5p 

■ : » 
540 
5» 
5,95 
7.BFJ 
7 25 
S.50 
550 
rOO 

i.so 

S.40 
6 50 
5 50 
700 
500 
5.50 
7.2S 
1M 



amwm 

fihrjsl-4 GubLns 
i KjUrrbMfd. 



taititM,!?, 
floufleicasna 
Knflhl Garrer. 
SCa Flign ■ 
F^pftlH>» - 
Fitavy on Msg c 
ftiwni Mastk 

AtfTfllt 

Srtnl Strr-Ct 

^auCrt 

Gree-.FS»™t 

Hft jamE; . . 

NftiuS 

Shggun 

Fr«jt F'a™ ? h 
WVt £n Dm Tiqqr 

5#ir f«( Strg) 





uutf 


E 95 


r094 


5 95 


10*4 




NrA 


. 1794 


22.9S 


■ 11 94 


14.96 


.. .6 9$ 


10.95 


.. .6 50 


9 95 


. CO 95 


15 95 


. ..700 


10 95 


.. 7.00 


U'A 


7.00 


hL'A 


10.% 


15 95 


4 9* 


10 95 


495 


1095 


6 50 


9.95 


.2.50 


5.09 


JUS 


M'A 




195 




as ob 


3 9i. 




« 96 


S?5 



AWSTKAP 

Kung Fu M; ;if ■ 
^Lk Fjl^Gofl 
9»M«i . . . 

Strabrjle" . . 

Fnui'KXK 

Spin Any 

TrjTiaft 

imusat . . 
Soil AMillon 2 
T^br 01 Wood 
{k'TJooch Cr^k4r 

OtKl 

Papenjuv . . . , 

TfcCrt 

Prue Magiik 
Wmhnr Gan*fS. 

Eshj 

01 Tin Tijjr 

NMH 01 Vi: "fO 

Heavy mi Mifc 



6 95 

. ...7 !5 
. 6 95 
.7 25 
. , ..7.25 
. 5.95 
6.95 
S90 
. 5 99 
... &95 
. ..8 94 
.. . 6 95 
. . .6.50 
. .6 95 
6 95 
5.9* 
. 725 
■ • 11 00 
. . 7 25 
6 95 
,9 95 



cm 

10.96 
M'A 
1 95 
10 95 
10 94 
Tfl 00 
10,09 
FVD, 
hl'A 
10 BO 
10.95 
'li 90 
9.94 
k-A 
10 00 

( 95 
'5 35 

1 0.95 
II) 95 

y oo 



welcome b|T phUre 



ccess CUT p RJCE SOFTWARE Unit 6. Start House 

Riverway, Harlow, Essex 2DW ^ 

Tel; (0279) 24433 (24 hour ansaphone) or 31956 During Office Hours 



RAND SALE 



SPELLUWEfl 



£2&0 



W'ANCE QF WEGA CAM ELS 
WZATO Of wtjr 



5PACE FTLQT l| 

JONAhl_& ARftJN<j sgjjj jjf 
groos Avenge 



PfrOGHAMA/EFIS RtF GUIDeT 



i ■ 50 
E1 5,0 
£2 95 



SPfCTRUM SOFTWARE 



C=HUC#(IE f^G 




C2 50 



_£i_bp AZIMUTH HEAL? *LIGrvMEM 



C3 50 

95 



CHI86LEVS UA¥ OUT 


n 9i 


ROLAr^DS- »iT RACE 




DUMWV RUrT 


&*-« 


iVlHOTfP 


[4 SO 


blackwvtch 


f4.50 


GTLl-u.AM5 GOLl) 


E2.a5 


ANDROID II 


r? 9b 


ChlMSE JUCGLEft 


E2 95 


CfiVELQN 


f2.95 


SPlRl" OF STOSIE5 'CASS. • 


£2 95 


mm of stopjes ioisc i 


[3 95 


B J BEARS Qr READY '0 READ 


£1 95 


B.J BEARS GET REAOV FOR NUMBE 


RS t 1 95 


WHO DARE5 ^INS 'I 


C2 95 


HIGH b*0O*t 


£4 50 


SAHRE WLTLF 


O 50 


BLOCKBUSTERS 


r:i 35 


T~AUBDtGA 




'JNCHRWORLO 


C4 50 


MOON CRESTA — 


ta.BrS 


MANIC Vlb,TR 


? '3 r .. 


JET SET Will v 


: 2 9i 


COMMODORE MODEM& 




CHUcfKIE EGG 


££.9j& 


FRAK 


£^.95 


5CARABAU5 


t* 95 


ARC OF VESOO 


! 4 


FRAMME GOES TO hOlLYWDOd" 


£4.45 


iLAQGER GOES TO FtOLLVWOOD 


£3.95 


6 C. s OUEST FOR TIRES 


£.3 95 


■NTfRMATlOHAl SOCCER 


£4.95 


'OUCH TVPt BV CDMMOOORE 




mas ermind bv leisure genius 


i* 50 


SHEEP IN SPACE 


f i 50 



INTRO TQ BASIC PI I 

INTRO TO BASIC PT ii 
■^TflQ TQ BA5< C PT f L»5C" 
ElASV FILE DISC " 
LOGO DISC ' " 



£3 95 
CJJO 
£2 95 



WARD S LA I R 
HIGHWAV ENCOLftNTER 
WHEELIE 



£2.95 



£3 95 
£3 95 



f t 95 



£3.95 



QUIC<5ILVA wORp P RQC 
VI COOEH i 



K 50 



f'2.95 CODENAME VAT I 1 



[2 95 



MUSIC STUOIQ 9V AC'iV:SlON 
ZOft< I L»5C 
ZORK ii DiSC 



a oo 



n 95 



l-1 ^5 



ZQRK HI TJfSC 
S'ARtROSS D SL 



14 95 



£•4 95 



HEAQtM DISC 
SUSPENDED 



ft as 



£435 



EAjv SPE^L DISC 
FUTURE FINANCE 



£12 95 



£12 95 



£2 95 



TONY HARTS ART VASTER 

COMMODORE 64 PACKS 

NUMBER JUMP. 30 HvPEr^aThS 

word wobbler [& 95 

"hinhts holise 

HENHYS HOUSE, jACKftOOT JACK 
NtPOjES » hJ.>-£ P >T^NDLJ ?i y : 

HENftTS house vol. h " 

HENRYS HOUSE. WITCH SWITCH 
SOLDIER OF FORTUNE. LEGEND OF THE 
KNQCK.LR-HOLE 3 5, 

COUINi SOFTWARE -PACK "iTTvEAfifi 

WRATS THE TuME. K.NOW VOUfl T A8LES 

FIRST NUMBERS £7 95 

COLLINS PADOINGTON PACK INC. 

PADOINGTONS EARLY visr 
PAQOINGTDNS GAROEN GAM* 
PADDlN^TON AND THE DISAPPfAfllnHJ 
INK £jg 5 

HIlLlncClBBON PACK INC 

SPECIAL AGENT CAR JOURNEY 
SALlQONINIj f4j, R 

IMAGINE RACK INC 

ARCADIA. PEDRO COSMIC CRUISER SC 
BUL INVADERS. 3D JUMRIN JACK U 95 



GREMLINS 


f2 SS 


tasword 1 


fi 95 


VOON CRESTA 


£3 95 


ROSfM OF SHERWDDD 


a as 


THE ILLUSTRATOR 


£595 


SK.OQLDAZE 


F3 95 


OECA'FO.ON 


£4 50 


SABRE WU t F 


£i 50 


DEVS EX MACH'NA 


£3 95 




£4 50 


Gl f T FROM THE GODS 


i"4 50 


JET SET WiLLV 


£2 H 


SELECT ' IJ3 GAME Si 


£3.95 


PAC MAN lATARlSOFTi 


E* 95 


rola^ds rat race 


£4 95 


'WIN KINGD&V VALLfv 


£3 r>5 


HEA'HROiV a t c 


£2 95 


ROBiN OF SHERLOCK 


£J 95 


VIEW TO KILL 


£2 95 


TECHNICIAN TEO 


£3 95 


AD A5'RA 


C5 95 


TiR NA NOG 


£495 


VALMAJ.LA 


£2 50 


BLOCKBUSTERS 


£3 95 


UL 


35 


afACIH HEAD 


£J.50 


SUBTERRANEAN STRVKER 


£1 35 


5CRASB..E 


£2 95 


A5TROCLDNE 


£3 95 


KNL^CKO'J 1 " 


£2 95 


MATCH FISHING 


£2.95 


"AU CETi 


£4 35 



EDUCATfOWAL SOFTWARE 

□ PHYSICS 0 i 'A' LEVEL. CHEMISTRY '0' 

level vAThs o level biologv d- 

L f v £t £9j 95 nr £3 00 each 

LONG. iq AN SOFTWARE fr Tfli YEARS 

SUM SCRUNCHER ROHO" WILO 
rt^DS. ABC LIFT OFF [a g 5 

grifffn software pache ve ars 

UPWARDS 

WfJHD SPEL..FA?R&HAW. WORD 

F6 95 



GRiFMN SOFTWARE FOR E YEARS 
UPWARDS 

'ABLLSUMS NUMBERFUN. GET SET i"B 95 



GAMES PACKS 



DN THE OCHE, DERBY DAY ST 
ANDREWS GOLF. WORLD CUP FOOTBALL 

_5J 1 C^R_^ i vm^s [oX 

SOFTWARE PACK 9 TIUES INC 

ZlGGAURAl TRfE^. MOONLIGHTED 
LOONV ^.ANDER FLrPFLAP Shltt.f 

sftOlk super chopper, fhed s fan 

£9 95 or f 2 CO each 

p&(> ?5p #11 O'dCb 
i c * 00 pur vpriphetui* 



24 hour wtfarmg on $733} 3J3B7U 



LOGIC SALES 
LTD 

6 Midgate ■ Peterborough 
Ctmb* - PE1 1TN 



**** REVIEWS 




ON REFLEX 



• Machine: Spectrum 
48K 

• Supplier: Mirrorsoft 

• Price: £7.95 

Good grief. We've had 
pre-production copies. WeVe 
had preview copies, we've even 
had botched-up demo copies. 
This, however, is a first. It's a 
penultimate version of Action 
Reifex. Why companies won't 
just admit that the ruddy 
product isn't ready is beyond 
me! 

Hurumph ! f Having got thai 
Off my Chest, I can get on with 
the important issue; what the 
game is actually like. 

It's been written by C. F. 
Urqhart, Name rings a belt, 
doesn't it? Unfortunately, 
there's nothing that I could find 
which makes this game stand 
out from the run-of-the-mill 
offerings which flood the C+VG 
■offices, 

The "aim" of the game is 
exploration, It's nicely 
presented, with very colourful! 



graphics and reasonable sound. 
You take control of "bounce", a 
sphere. Hardly the most 
charismatic character. Still, he's 
certainly got some energy; 
rushing around the screen like 
nobody's business. You control 
him simply by pushing the 
joystick left and right r and 
pressing fire to make him 
bounce. (Keyboard control is 
included as well). 

It's humiliating ly frustrating. 
The C + VG swear- box was filled 
to overflowing after only a few 
seconds play, Mirrorsoft says 
that they will be making, some 
alterations, which "may affect 
game play". With any luck, it will 
make the thing slightly more 
easy. As it stands, the game is 
just too tough. 

Your progress through the 
various screens is hampered by 
an assortment of nasties — 
some stationary, others mobile 
There are a number of traps, 
Crossing a suspect pad in the 
floor may well result in you 
being sprung into the air. If 



there is a magnet abovethe 
pad, you're in serious trouble as 
a dart will fly across the screen 
a nd effectively burst your ball, 
while you are hanging 
helplessly from the magnet- 
Water troughs and plain-old 
holes provide more 
ball-breaking problems. You 
can take some transport 
short-cuts too. Chutes and 
tubes will whiz* you from place 
to place. 

The main problem with the 
program is that bounce is so 
bloody hard to control! Once 
he's started his frenetic 
bouncing routine it's nigh -on 
impossible to stop him from 
ca reeri n g i nto so melh in y 
deadly. 

That's just about it Nothing 
particularly special. 
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• Machine: Ams 

• Supplier; Mastert 

• Price: £1,99 

E^a the bullet arid f 
f wKJiw \ You probably w 
regret it. 

ame, in which yot 
irt of the sheriff trytr 
eace with the Indians, 
m several parts. 

in the first part you must e&rfi 
jeate tokens by snooting dow 
tiros wkh a bow and arrow 
>ken §rves an *?xtra Jife. 
e two involves a gallop 
»s the. desert, jumping 
and rocks tinftt you 
the sawn of Kane, 
i third stage is set in thtt 
ru The sheriff is 'ambushed 
and must shoot the sneaky 
£it»;f»ur,!S as they pop out of 
dcot s, windows arid side 

K&ns wastjood fuft on the 
re and is equally fut 



Honest, njun . 

• Graphics 
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• Machine: Amstrad/C64 

• Supplier: AVF 

• Price: £8.95 
Cor, it's Core I Yes, well. Here 
comes Core , a new type of 
arcade adventure, This one 
incorporates icons (new?) and 
has some rather nite graphics. 

The graphics are sort of 
Nodes of Ye sod type although 
there isn't that much colour in 
them and they are fairly fast. 
Anyway hack to the plot. You, 
as Andrew Angello, a weird 
type of astronaut, have received 
a message from your HQ to go 
and find out who or what is 
wiping out your asteroid 
colonies. 

On arrival, you find that all 
personnel are dead, some 720 
Of them! Your only hope is to 
collect and reassemble the 
biological memory cells that 
were left on the asteriod to 
create the colony's memof y. 
and find out why they died. 

This all sounds simple, 
doesn't it? Well it's not. First of 
all you discover that the icons 
are very hard to use if you are 
playing with a joystick- You 
have to do all sorts of strange 
m o ve s ju st to d ro p som et h i ng 
that you have picked up. 

When you get hit by an alien, 
you get the message "Oh, That 
smarts". Oh. that smarts? What 



# Machine: Amstrad 

• Supplier: Melbourne 
House 



There's not a lot you can say 
after suffering two 




atomicdrop 
and J 'turr 
hands of a 
characte 
Flying Ea 
Molotov 

Yes, Amstad 
turn for a 
with Roclf r 

There 
which says 
are all ea 
joystick 

The col 
but the a 
be very 

floe* 'j 



a pilednver 
•H' at the 

unsavoury 
ames of 
Vivian and 



ks. it's your 
Fappling, 
Wrestte. 

f 25 moves, 
ne House 
OTitrolLable with a 
to doubt, 
ursarevery bright 
mnterff^uresteriLUo 
jrky. 

WrMtten okay, but 
it's nowhere near The Way of 
the Exploding Fist in the fun 
stakes. 
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7 
7 
7 
7 




does that mean? Then, if you 
are unfortunate enough to get 
nit again, the game tries to 
accuse you of getting Killed 
d el i be rateiy 1 ! To top it a j I off , 
when you die it says "Mission 
aborted, due to death!" Pretty 
obvious really. 

AM the screens seem to be the 
same with doors and aliens and 
things on the floor, Just 
occasionally it may be a 
different colour. Still, once you 
have mastered the icons, got 
used to dodging all the aliens, 
and have played the game so 
many times the stupid 
messaqes don't bother you, 



then you can get into the game 
— providing you're not too 
worn out after all that lot. 

Without doubt, Core is a good 
idea, but the game doesn't hoJd 
your Interest that much due to 
the method of control. 

It says on the box that this 
game will require "speed, ski II 
and brains." Yes it does need 
these, but it also requires 
A- level maths to figure out the 
icons I 
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— and he's 
*l job! 

ie of our G-type 
irthlings in 
tne year has been 
decimated by a vicious plague 
called Encke's Syndrome, The 
few remaining colonists have 
fled. 

When a cure is discovered, 
the decision is taken to 
reto Ionize Tau Cetr« Tl 
expedition, however, finds a 

defence system, 
uge meteor and 



reactor in Centralis that fueled 
the planet in order to shut down 
the malfunctioning defence 
systems. 

The defenders come in the 
shape of flying saucer craft 
called Hunters — of varying 
firepower and vulnerability. 
There are also things called 
spheres — like the Rovers in 
The Prisoner TV series. All are 
extremely unfriendly and 
potentially lethal. 

On loading you see a view of 
the skimmer's instrument 
panel. The screen is divided into 
three areas. The la roe window 



This is your contact with the 
Skimmer's powerful computei 
Ai the right of the screen is an 

into 



;s and 



rto go alone in 
ttf skimmer to 
tee system to 
in. Your task is 
wasted cities of 
llect the 
necessary hardware to shut 
»wn the massive fusion 



a 

rction 
ity 
ight 



of the view selected, ti 
you are In and the ship 
status. Below that Is the scanner 
which gives a plan view of your 
surroundings, some smaller 
windows give other info. 

One shows, speed, shield 
energy, fuel remaining, laser 
temperature and height. 
The Skimmer operates in two 



Spectrum 




• Machine: 

48k 

• Supplier: Domark 

• Prfcft: £7.95 
In my opinion ( SpU 
Personalities isabso 
topping I It's fast, fur 
extremely enjoyable.' 

The basic idea, as 
says, is very simj 
the strange 
puzzles' 

Rubik's cuW? ^paTYou know, 
whe re y ou \ad to si i de tiny 
plastics blocks left, right, up and 
down in order to make up a 



fragmented picture. Well, th is is 
the basis for the game. You pull 
the pieces of pictures from the 
*p left hand cor run of the 
icreen, and 
EOund„ 

lit tricky 
srything moves so 
to get to grips 
fitrTthe cursor. 
Split Personalities is great. 




modes, flight mode and ground to city. The map shows you 



In ground mode you are in 
direct communication with the 
sKimmer s computer via the 
computer window. You see the 
message 'TYPE HELP OR 
SOME OTHER COMMAND" in 
the computer wi ndow. 

Type HELP and the » 
commands you can use are 
listed. 

The MAP command enables 
you to see where you are — and 
where you can travel to. Each 



to take your Skimmer from city 

+ Machine: CBM64 

• Supplier: US Gold 

• Price: £9 95 

From the steamy jungles of 
Birmingham comes the Legend 
of the Amazon Women'. Or the 
Leg -End of the Amazon Women 
as it is affection ntrly known. 

First the "pM' . Lady W^de 
and her daughter are the onfy 
survivors of e plane which has 
crashed in the Amazon jungle. 
But, on regaining 
consciousness. Lady Wilde 
finds her daughter has 
disappeared. Bravely she sets 
out to rescue her child who has 
fallen into the clutches of the 
Amazon women. 

Against a scrolling jungle 
background — there are ten 
zones — Lady Wilde plods on 



Tat 
alhu 



ersions the 64 game 
aphic frills — like 
tidings, flashing 
I solid looking 

s simply brilliant 
at ion s 
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with her club, duffing up the 
Amazons or, depending on your 
skill, getting duffed up. 

Points are scored for hitting 
and defeating your opponents, 
dodging arrows etc. Weapons 
available to the f ghrevs at 
var ?Od£ stagrf. nf the game 
include clubs, sword's and axes. 

One intriguing thinq is that 
Lady Wi Ide looks exactly the 
same as the Amazotis accept 
for a different coloured dress 
and lighter skin. 

The combat action is 
extremly slow and the game 
becomes somewhat tedious 
very quickly. 



Graphics 
Sound 
Value 
Payability 
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• Machine: Amstrad 

• Supplier: Cascade 

• Price: £9.95 

The trouble with releasing vast 
amounts of games fora 
relatively cheap sum of money 
is that everybody thinks they 
must be a load of rubbish. 

So what do you make of 50 
games on an Amstrad disk for 
just £9.95? Well, the truth is that 
most of these games are not 
exactly gems. It's doubtful if 
any of them would ever see the 
light of day individually. 
However, when they are all 
lumped together in one 
package, they don't seem too 
bad. 

Cascade has done the 
sensible thing and highlighted 
what it believes to bathe best 
games in the col Lection. These 
include Backgammon ,30 M#7e 
wd3 Card Brag. 

Perhaps the best is Nemesis 
IV, a counter and board game. 
The basic aim is to fill up most 
of the squares with your 
counter 'rather than your 
opponent'. It r s simple, 
straightforward and quite good 
fun to olav. 



But, when all is said and 
dgne r £9 35 for 50 games is 
extremely good value 

There's no real point in 
marking every game 
individually so the following 
marks apply to the overall 
package. 

• Value 9 

• Playability7 
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Machine: Amstrad 

• Supplier: Ocean 

• Price: £3.95 
cassette/EI 4.95 disk 
If you don't like code cracking 
then V, based on the sci-fi 
television series, could pTOve 
more than a little infuriating to 
you. 

The earth has been invaded 
by a race who call themselves 
'The Visitors", a pretty bland 
name for lizard-like aliens who 
disguise thei r revolting reptilian 
featu res behind a false human 
skin. Their eating hghitsalso 
leave much to be desired. They 
think nothing of a tasty rodent 
for starters and human flesh for 
the main meal. What they like 




dding. goodness only 

(stance to the aliens is led 
chael Donavan,the part 
play. To defeat the Visitors, 
must place explosives in five 
rategic areas of the ship — 
nd blow it up. 
Two thirds of the screen is 
taken up with side views of the 
space ship. The bottom third is 
filled by the Communiputer, 
divided into three windows, 
displaying various information. 

y is fairly entertaining, but it's 
a pity it wasn't easier to get into. 



Graphics 
Sound 
Value 
Payability 



8 
6 
7 
6 
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• Machine Commodore 
64/1 28 

• Supplier Nexus 

• Price. L9 95 

tou" T-f- 1 . looks i ke d rattaei 
sfytah pK». t-iqt: I hi- snocjev oid 
lmvIi. . Mhalwt have 
r j- .1 ■ i i. . ■.. Aom&d to over the 
yfrj, ftf-rc never moth lO io^k 
di Atrt they } WeH flexus have 
taken a u.ftr. r» i t approach 
Instead ol the normal style box 
or those horrible video cases 
iht*y vi- had a tf- design The 
tapt now i omes m a rigid 
pia il i l, c. ont a ; nen which looks 
vr-ry \r.i fi and "module ' like 

Hdv^g finally broken the bo* 
W Unshed the tape onto the 
cj^lK r d Adited And waited 
1 1-- Lu'iTT-odore loading, has 
n^^/'T b*^ j n famous fnr its 
speed and t wen with 
turbo LodU this gamt seems to 
|j*t;.ti Frightfully tong time to 
j_. id bv^Ntudi.* ^ trr rahed and 
tr*' screen tiii«kifirtd r <t not 
eniK.tly. bu r it into tile 

i n faexus v ou take the role ot 
a newspaper reporter whose 
friend his been kidnapped bv a 
fiei dish drug rj3-on and 
wh hthd away to his hideout In 
Cofumh .i Sduth Arnefita Your 



NEX 



obvious objective is to rescue 
your fnend Of course, any hack 
worth his salt would realise that 
there is the possibility of a very 
good story in such events. This 

your second task — to report 
all the information you discover 
to your editor, back at the 
newspaper. Now, the story 
would be Pul itzer Prize winning 
material if you could actually 
crack the drugs-ring too. . . < 

The opening scene is of your 





character arriving — through an 
underground river atthe 
baddies' HQ on a jel-ski. Aftet 
you leave the shore, and 
progress in-land, you will be 
greeted by a friendly character 
called Tony, He will help you to 
get started. 

Game-play is rather similar to 
Impossible Mission You 
control an animated character 
which runs left and right across 
the screen. He can also enter 



6l*i «*m t*vl# rmht it 
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doorways by pushing the 
joystick up. If you make this 
move when a door isn't in sight, 
you will be taken to a menu of 
options, regarding greeting 
peopie, taking a photo of 
important locations for your 
story, taunchrng into unarmed 
combat, or using the stun gun 
or hand grenade, 

The selection of these options 
is quite clever. Instead of having 
to cycle through the options, 
you can move the joystick to a 
particular position to select. For 
example, moving the joystick in 
one direction would make you 
take a photo, and moving it 
another way brings the 
stun-gun into action. It's okay if 
you have a good |Oystick but 
easy to make a mistake if your 
stick is a bit battered 

Game play isn't particularly 
fast The graphics are a li-ttle 
flickery. There's nothing really 



wrong with the game, though . 
and it isfun to play, as well as 
being challenging: There's 
music, too. But it r s ghastly 

• Graphics 

• Sound 

• Value 

• Payability 



miwion r.d. 
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BABY BERKS 

• Machine: C16/ + 4 

• Supplier: Alpha 

• Price: CI .39 

Once upon a time. Commodore 
User published a machine code 
listing of a game for the C16 
Now it's on tape, so those la^y 
people who wouldn't type it in 
can play it Loo. 

As you may have guessed, 
this listing was calledB^by 
Berks, and it's quite good. All 
you have to do is avoid the 
berks and shoot at their little 
habies. Nasty, eh? 

No. because when they grow 
into big berks, they are mean 
and nasty so you must 
exterminate them quickly. You 
control a sort of 'X" shaped tank 
which can blast at an incredible 
rate r but the bul lets only affect 
babies, not big berks. 

There are sixteen different 
levels — but they look all the 
same to me, Game play 
is fairly slow and iTsquite 
annoying when you run into a 
baby that has been shot — 
because they take a hell of a 
time to die! I 

Baby Berks is fun to play r but I 
don't know how long it will hold 
you, 

• Graphics 5 

• Sound 5 

• Value 8 

• PlaYability 6 

THE RETURN OF 
ROCKMAN 

• Machine: CIS 

• Supplier: Mastertronic 

• Price: £1.99 

Quick everybody, Rockman's 
back. Hurrah"? Wail a minute, 
who the hell is Rockman? Well, 
he is a little character who looks 
slightly like Rockford, of 
Boulder Dash. 

Yes, Rockman looks like 
Rockford, and the game looks 
HkeBouid&r Dash . Now for 
those who are not fami liar with 
the scenano — and why not — 
here is a quick rundown. 

You, as Rockman, must 
complete each levei of the 
game, collecting precious 
jewels. You must quickly plan 
the safest route to collect them 
and lead you to the exit- 
It all sounds too easy but 
there are other things to 
contend with such as falling 
rocks, holes, bows and 
radioactive waste- 
On the whole this game istoo 
much like Boufder Dash. It tries 
to copy it and falls flat on its 
face, after all Rockman's not 
nearly as cute as old Rockford, 

• Graphics 5 

• Sound 3 

• Value 7 

• Payability 7 



HEKTIK 

• Machine: C16 

• Supplier: Mastertronic 

• Price: El ,99 

Do you remember an old 
electron advert were it shows 
mum and dad playing a strange 
sort of 'dig-a-hole-and-smash- 
a-monster-over-the-head' type 
of game? You do? Well then 
you'll recognise this game. 

In case you don't, th :i game 
features little red monsters 
which look like tomatoes 
chasing your poor man all 
about the screen on various 
levels. Tq nvoid these nasty 
types, you must run up and 
down ladders and dig holes for 
them to fall into. 

Once they have "fallen" for it 
you must hash their tiny brains 
out with your shovel until they 
drop through the ground and 
splat on the next level. Quite 
amusing. 

Don't let the cuteness of the 
monsters and the thought that 
you have to bash them stop you 
though. These creatures will 
munch on your bones, so to 
speak. When you have ki lied al I 
the monsters on one level you 
go on to the next one — which 
is harder. To make life difficult 
you also have a air limit and 
when it runs out you croak, so 
you must dear screens quite 
quickly. 

On later levels, the monsters 
will vary in cokour, getting 
nastier and you must dig holes, 
on various platforms in a 
straight line so when the 
monster falls, it will go through 
about three holes before 
snuffing it. This gives lots of 
nice points. 

This game was good on the 
Electron all those centuries ago 
and CIS owners may think it's a 
bit dated, but the challenge is 
still there. 

Go on r bash a monster today! 

• Graphics 5 

• Sound 4 

• Value 7 

• Payability 6 

RUNNER 

• Machine: C16 

• Suppler: Firebird 

• Price: £1.99 

Fire up your jetpac. and head 
for the silver keys says this new 
entry into the Firebird silver 
range. Come to think of it, the 
bloke in this game does look 
rather familiar. 

Runner is a new title, but it's a 
pretty old game. It's a platform 
game with the same boring 
routine, they collect objects. 
Keys in this case. But of course 
your task is hassled by the 
enemy — a weird lumpy thing 
— just to make it interesting . . . 

On the first screen. I decided 



to fire up my jetpac and head on 
up, but I couldn't'! ! Even 
though I had a mighty jetpac 
strapped onto my back, I 
couldn't fly straight up. How 
stupid can you get? 

I quickly discoverd that you 
could only move left and right 
when in the air, and that you 
still had to climb up stupid little 
ladders to get to the next 
platform,. And then as if that 

wasn't bad enough, I found I 
had a limited supply of fuel for 
my jetpac. 

After collecting the three 
Silver keys, which was quite 
easy f you progress onto the 
next screen, supposedly harder, 
which looks much the same, 
just more nasty things. In the 
end I cleared so many sheets I 
just gave up. 

Runner is too simple by half 
for a computer game. Even 
noughts and drosses has got 
some challengeto it, Even 
though this game is only CI .99 1 
feel you are still bemg robbed, 
take a look at other budget 
games and you'll see why. 



• Graphics 

• Sound 

• Value 

• PI ay ability 
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• Machine: C16 

• Supplier: Firebird 

• Price: £1.99 

Another new entry to the silver 
range lands on my desk, and I 
see this time the famous motto 
on the back reads "Grab your 
harpoon and rid the seven seas 
of the man-eating sharks." 

Looking at the back of the 
packaging, I thought this game 
looked I ike the old arcade g mat 
Sea Woft . But I was definitely 
mistaken on loading the game. 

This game looks set to make 
C16 owners fa II straight to 
sleep. Yes, it's really boring and 
is a disgrace to the computer 
games market. Even though I 
hate this game I'll tell you what 
to do in it. 

Basically, you must shoot the 
shark. Surprise, surprise, and 
that's it, on to the next screen. 
The only difficulty being you 
have to shoot it on the cross 
wh^h is amazingly tattooed on 
the shark's belly. 

When you complete a level 
your diver will swim up to 
collect his/her air bonus and 
you will start all over again. 

When I walked into the 
computer lab, and I saw 
someone reviewing a game 
called Runnet , I thought this 
game couldn't be worse, I was 
wrong . . . 



Graphics 
Sound 
Value 
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M.U.D. has been described 
greatest adventure in the worid, 
Here, C + VG's reluctant hero, JIM 
DOUGLAS, explains what goes on, and why 
the game holds such long -lasting appeal for 



the tea-room. I was lying on a 
badly paved road, which lead 
from east to west. At my feet 
lay a few shillings and g penny. 
Having collected these, I shook 
my nauseous head, and started 
to explore. 

Time passed, and the shape 
of the Admiral Bom bow Inn 
Joomed in the distance. Shortly, 
J arrived, and mode □ rather 
ungainly entrance. The inn was 
long abandoned, and a thick 
layer of dust covered most of 
the room. There appeared little 
here that had not already been 
looted or wrecked by the 
countless other travellers who 
had made their way fhrough 
the deserted watering-hole in 
search of sustenance. Moving 
through the creaking wooden 
timbers, i headed up a flight of 
spiral steps. 

Immediately, a vacuum-like 
sensation enveloped my body, 



I regained consciousness and 
my eyes grew accustomed to 
the light. A brief look at my 
surroundings showed that I 
was in an Elizabethan 
teo-room, "watching the world 
go by rr and staring at a cup of 
tea. Eager to get on with the 
business in hand — killing 
things — I looked for an exit, 
and tried it. No fuck. A feeing 
of dread swept over me, 
preventing my escape. After 
sipping the tea and watching 
the world go by a little longer, 
my fears seemed to subside, 
and I was allowed out, into the 
world. 

There followed a rather 
uncomfortable sensation of 
being blinded and thrown 
upside down, before I found 
myself fying on the ground — 
such are the disadvantages of 
.magical transport. 

No sign 
of 




to safety, I lay on the steps for 
several minutes, realising that 
each breath I drew may be my 

last 

Using a handy trick I picked 
up earlier in the day, I checked 
who was nearby. From what I 
could make out, Zio the 
Necromancer was responsible. 
"Some day, my friend . . /' I 
thought. Then, suddenly, I 
regained both the use of my 
vocal chords, and my limbs. 
Whether I had been patched 
up by the repentant Zia, or the 
spell hod worn off is still a 
mystery. 

I left th e inn, and was 
relieved to see the daylight 
again. Some distance to the 
south was a small cottage, set 
on a flat concrete patch. 
Situated near the graveyard, 
the cottage belonged to the 
gravedigger. I suspect he had 
long since joined the ranks of 
his previous customers in their 
eerie resting place. 

The graveyard bore a 
number of unmarked tombs. 
One, however, was of 
particular interest — "Richard 
the Wizard". Richard Bartle is a 
very famous man in MUD 
circles. 



disperse my fears and stepped 
into the gloom. Of course it 
was too dark to see anything. 

Dorkness is a fact of life in 
MUD, but yau will soon learn 
that only the toughest — or 
most foolhardy — players wilt 
walk carelessly down poorly lit 
corridors. As the saying goes: 
deaths Jurk around every 
COfner, 

Further exploration of the 
rolling hills and postureJand led 
me to o cfifftop, looking 
downward onto the raging 
white water. By this time I had 
managed to collect a stick. It 
may sound silly now, but at the 
time I was honestly excited to 
find something new, Some 
investigation of the 
surrounding area revealed a 
cave entrance. I walked in. 

I was standing in a huge 
cavern. The roof was so high it 
made my head spin. The walls 
were slashed with veins of 
sparkling gem stones, making 
fhe scene almost surreal. On 
the floor Jay a burning 
fire-brand; distinct 
only from 




that I had been 
struck dumb. 
More magic. A 
high-ranking 
player was using 
me for targe! practice! 
Helpless, I fumbled around, 
looking for means of 
protection. Useless. The second 
spell rendered me crippled. 
Unable to cry for help or move 



cottage there 
were signs that the owner had 
led a comfortable life. It was 
well fitted, with kitchen, lounge 
and study. The lounge was 
fitted in some comfort. 
Exploration of on enchanted 
bookcase found in the study 
proved fruitless. Moving to the 
hut next to the cottage was 
more interesting. A cursory 
examination of the exits 
revealed a shaft leading down 
into the earth. I tried to 



the object I was holding by its 
warmth. The centrepiece of the 
location was a touchstone 
which illuminated the 
otherwise shadowy cave. The 
stone obviously held immense 
power, and seemed unwilling 
to be moved, broken, stolen or 
attacked. 

Having stood for some 
moments, transfixed by the 
surroundings, I left and 
progressed downward onto 
the hills. A few minutes later I 
was in a valley. Moving east. I 
was shaken back into reality; 
"Reset in progress. Exitting . . ," 
Another day's excursion into 
MUD had ended. This time, it 




your 




was a bug, or -a "hazard" as 
Muddies coll them. Usually, 
though, you will leave the 
System by your own will 
Occasionally you get killed 

When I played, there didn't 
seem much in the way of 
straightforward puzzles. It's 
possible to wander around for 
quite a while without 
encountering anything at all. 
Thai's why I was so please to 
find an object when I did. 
There is only one stick, one 
shilling, one fire brand etc, and 
in the early stages of the game, 
many players will rush around 
to the spots where they know 
certain items lie, collecting 
ihem as they go. This mokes 
things a little tricky for 
beginners, who are 
bewildered by the lackof 
landmarks' 



Unfortunately, I'm nol quite 
sure where Sleet is these days. 
The last time I saw him, the 
rather sad message "Sleet the 
Warrior has passed away" 
appeared on the screen. A lot 
of time in the game is spent 
wandering around, apparently 
aimlessly; going from place to 
place. In fact, this is part of the 
essential learning process 
through which all players must 
pass if they hope to get 
anywhere near the ranking of 
Wizard in the world of MU D. 

What if $ all 



MUD. stands forMuIti 
User Dungeon. 
You play 



talk with your fellow gamers 

A feature which has still 1 
be implemented, is the 
existence of "mobiles" 
These are computer- 
generated creatures 
which pretend to be 
human players. 
Personally, I 
found it quite 
difficult 





From 
time to time 
during play, 
found the interpreter 
extremely tiresome. It seemed 
impossible to examine any 
objects, and the SAVE routine 
was mast confusing; you are 
told — on entering this 
command — that the program 
does this automatically. 
Personally, I found this baffling; 
as whenever I togged on, I 
found myself back in the 
Elizabethan tea-room. Still, I'm 
sure there was a logical 
explanation . . . 

I must extend my thanks to 
Sleet the Warrior, who helped 
me incredibly during my 
difficult initiation period. He 
showed me around the 
cottage. He introduced me to 
the wondrous properties of 
coq| and helped me through 
dark and foreboding areas 
when I needed help the most. 
a: - i ■ - ■ \ ? m- -.' ■.. WM . 



home r on your computer. At 
the Start of a session, players 
dial up BT's computer and 
enter their password. From 
then on, they assume the role 
of their "persona'^ an 
alter-ego. After logging on, 
news and information about 
developments and the state of 
pby appear. Following this is 
the main menu, where you can 
choose to enter the game, 
check your account, or the 
mailbox and similar features. 

The aim of the game is quite 
different from other 
adventures. MUD operates on 
a kind of castle system, your 
aim is to attain the level of 
Wizard, This requires 204,600 
points, and is no mean feat 
You could count the number of 
points I amassed on one hand; 
with a couple of fingers 



missing 



As well as the standard 
adventure commands, you can 
f o 1 1 o w a n oth er cha ra cte r, stea I 
their items, assist them if a fight 
breaks out, check your mail or 



dealing with real people. 
Conversation is the most 
entertaining part of the game. 
There are three way$ to get 
your message to another 
player. You can either shout 
{not particularly private, and 
rather irritating for other 
players), talk to your friend, or 
use telepathy — the most 
secure method. 

There are a number of 
problems with the program at 
the time of writing. The time 
taken for the gome to reply 
varies a great deal. Sometimes 
the system will "lock-up" too. 
According to the instructions, 
the players accept these as 
minor hazards. I find this a little 
hard to believe, but the system 
seems more polished than o 
numher of cassette games. 

What you 
need/What you 
get 

To play MUD, you will need a 
computer wilh modem, ond 
some scrolling software. The 
software can be downloaded 
from Prcstcl without too much 
bother. When you buy your ID 



and first botch of time credits, 
you receive a plastic 
folder/wallet containing a 
map, some instructions, your 
password an ID card, and a 
booklet, 

The starter pack costs £20 
and you receive 30 credits of 
playing time. When ploying, 
credits are used at the rate of 
ten per hour. 30 credits would 
give you three hours playing 
time. After your initial supply 
runs ouf r you con buy new 
credits at the following rate: 
Credits Cost in £ 
50 10 
100 20 
200 35 
300 50 
750 1 00 

1 500 1 50 

For information and 
credit-card ordering, call the 
MUDline on 60S 1173. 

With more games of this sort 
appearing, even as you read 
this article, MUD is going 
through continual changes., 
developments and 
progressions, BT are constantly 
looking for ways to make the 
game more enjoyable for the 
players. After oil, they ore 
paying for the privilege. 
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You're looking to do 
more with your computer. 




Programmer's Basic Tool Kit 



FEATURBS-Fast Graphics; Sprite Animation, Text Windows, and Background £19*95 
Scrolling at Assembly Language Speed, Graphic Sprite and Font Editors? Move, 
Copy, Paste and Paint Fonts and Sprites. Drawing Tools : Circle, Box, Line, Fill. 
Scaling, Copying and Clipping. Complete Sound Kit; Volume, Play, Tone, Wave, 
Applications Utilities: Printer Commands and Graphics Tablet Drivers for 
Commodore 64 and 12S Program Editor Find, Replace. Undo, Renumber Plus 
Error-Handling Built-in Vorpal Fast Loader Fully Documented Users" Manual. 



Available for the Commodore 64/128 




1541 Head Alignment program that could save you a trip to the repair shop 
File recovery routine that finds and recovers files you may have erased by mistake 
Super-fast Format, File Back-up and Disc Back-up utilities that let you format and 
back-up in seconds instead of minutes, 
fid 'Oil ^ or P a ^ Sav ^L° a£ i utilities to let you load programs you've written up to 25 
Lit,?? | times faster than normal. Works with the Fast Load Cartridge ™ from Epyx, 

Available for the Commodore 64/128 





Fast Load Cartridge 

With all this new power and uses for your Commodore you don't want to waste 
time waiting for your programs to load. That s why we developed the Fast Load 
;artridge. Fast Load transforms your 1541 disk drive from a lumbering hippo to 
i leaping gazelle. Some programs load up to ten times fas 
Fast Load Cartridge' 

Available for the Commodore 64 

If you want to do more with your computer- make it \ 
work, and make if fast -look for the new Epyx software 
at your local computer retailet 



£24.95 



I make it 




Epyx 



■fpfe ^_ _ _ I Distributed 

No I19H70. VII VI Y ^ ^0 m Birmingham B6 7 AX 





THE MAKING Q¥ A LESEND 

France's award winning, role playing epic now available in English 




Available for: 

(Disk and Cassette) 
CBM 64 (Disk and Cassette) 
Apple II (Disk) 

MSX and Spectrum 





UlRIk 

% 

NFOGRAMtS 




■ ACE, the com bat flight 

simulator from Cascade 
Gomes, is to be marketed in 
America. 

Spinnaker Software, of 
Cambridge, Mossochusels, will 
release the gome on it* UXB fobel 

■ Paperclip with Spellpack, 

o comprehensive word processing 
program, has been released for 
the Commodore 64 by 
Ariolosoft, price £59,95 

Paperclip is the word 
processor part of the package 
while Spellpack is a 
computerised dictionary 
containing more than 1 5,000 
words. A personal dictionary of 
words to suH specific areas of 
expertise can be added. 

■ The Dutch programming team 
behind Dorrmrk's new game 
Split Personalities is planning 
to move to Britain next yea r r 

Ernie soft — run by brothers 
Ruud and Ernest Peske — 
want to hit the big time and thai 
means selling games in Britain. 

The brothers, who teach 
computer studies at school, have 
had several gomes published in the 
Netherlands but Split 
Personalities is their first here, 

In Split Personalities you 
have lo assemble pictures of well 
known people against the clock. 
The pieces af the picture are 
bounced around the screen until 
t<-c irrKnje is complete G ; c ourse, 
fhere are many distractions to 
overcome — such as bombs. 

The characters who appear in 
the game include Margaret 
Thatcher, President Reagan, Sir 
Give Sinclair and Alan Sugar. 

■ Graham Goach's Test 

Cricket is to be released on the 
Amstrad by Audiogenic. It will 

cost £9,95 on cassette and El 4.95 
on disk. 

Tbe Amstrad version is very 
similar to me earlier game. 
Aud i oge n I c soys the game will 
be virtually identical to the 
Commodore 64 version released 
last year. The names in the England 
and Australian teams ore to be 
updated. 

■ We're a sober lot at C+ VG so 
Alllgcrto's latest offering, Pub 
Games, is a mystery to us, 

Apparently, people actually ploy 



games inside these dens of 
drunkeness and Alligata has 
come up with what it calls a 
"compendium of pub games for 
the home computer" 

The games include darts, bar 
billiards, pontoon and poker, table 
football, dominoes and skittles. 

Pub Games is released on the 
Spectrum, Commodore 64 and 
Amstrad, price £9.95, and 
Commodore disk, £y\P5, and 
Amstrad disk, £14,95. 




■ First it was the game of the book 
Now it's the book of the game. 
The Fourth Protocol, the 
gome based on Frederick 
Forsyth's bestselling novel, has 
given rise to another book, The 
Fourth Protocol — playing the 
gyme 

The game's designers John 
Lambshead and Gordon 
Paterson hove written a book 
which explains the philosophy 
behind Hie strategy adventure 
game a nd provides hel pful advice 
and solutions to the gome. 

The Fourth Protocol — 
Ploying the gome is published by 
Century Communications, price 
£5.95. 



■ The now infamous 3 
Slfjue Sputnik are attempting 
lo break into computer gomes with 
as much hype as iHey brought to 
promoting their Fl - 11 (Love 
Missile} single. Consultant 
Entrepreneurs are the people 
creating the Sigue Sigue Sputnick 
— Shoot Em Up gomes for the 
Commodore, Amstrad and 
Spectrum. Consultant 
Entreprenuers are currently 
hawking their come around 
looking for publishers — rumours 
that Do mark are interested are 
"totally unfounded'' according to 
Domark boss Mark Strachan* 

And our spies tell us that the 
bond themselves don't know about 
the game. The plot thickens. 

In any event we've gol hold of a 
document which tells us the gomes 
have already been written — and 
it sounds like they follow the now 
tried and trusted combat game 
formal. Weapons featured include 
Choinsaws and a Space Guitar? 
You'll able to choose personalities 
and clothes to suit the action and 
fight people like Julian 
Rignall?!! C+VGs ex arcade 
champion and Zzap 64 writer If 
the game is anything like r*ie 
Spa snicks single there will be a lot 
of sound ond fury signifying 
nothing. Release date should 
coincide with the band's new single 
21st Century Boy. 
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Winter Games : 



Batman/Ocean 



Commando/Eke 



The Sold (3) /Hit Sgwti 

GvtDeKtvr/PSS 



Ltt&l Va/Mo5tf?r1fonif 



Tomahawk/ Diqilol Inl. 



Formula One Simulator iW-i ,i*-rlr-:) 



Splndiiry/Elgctnrc Drgrjms 

Into Oblivion/ rVlasfHrtroniC 



CBM 64/TOP 10 



rust-'s-irRbir 



International Karote/Svs'eni 3 



arid Cup Carni val,'U5 Gold 



Spin dtzzy r r?Hnr Drajms 



Formula One Slmulafor/Mastertromc 



Cauldron 2' Palace 



Bigg le a/Mi resort 

Sa boteur/DufeU 



Golf Construction Set/Arioiosott 



PSl-5 Trading Company/US Gold 



SPECTRUM/TOP 10 



Batman- Clears 



Wo rl d C u p Co mi vol U S Gold 



K n ight Tyme/Ma£rcM ronm 



Green Beret/I rnaaine 



Rock 'n' Wrestle/iVlelbaurne Hs,e 



Hep yy On the Magkk/Gorc]Oyle Gms 



Ninja Master/Firebird 



Incredible Shrinking 
F irema n fvlosrertronic 



Quaifltron/H'ewson Consultants 



Starstrike 2/Ren rime 





BBC/TOP 10 



Commando/ El He 
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Winter Olympics 'TynesoFi 



Bruce lee/ _5 Co 1 J 



Karate Combat/Superior 



iack Attack' 



Galactic PatrotfMostertronk 



Citadel/ Superior 



Speeeh/Su perior 
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DRAGON 32 




calculator watch 
with every 
Cassette SO 
EXPRESS DELIVERY-ORDER NOW! 

ONLY £9.95 



IT .ou hia tha hghl L P rlai p1 TRON ,nu II lami jFTHDSIl E 
■h'-lhrig J plf j ii ytirf iBBlvnOi h u h ipind gr4ph<r:i 



APPLE 



CBIItllB bD glial roi. ID gr«4l aimti ra choan 'ram n< i _,rli 
class c STAHT1EK Bl AJlH;. \*iHf\MQ 



Peliwety FREE EG U K Oflly. £fdd f 1 GO for OirErseaB orcJers. 
Frtjif vwfuuti inn) Etiut will hr de<,\>a:c.hed wiThrn 28 da 

macli? payable ta 
I Cascade Games Ltd 



I enclose u cheque- 
puMai oruef foi 

Op- though anr Posf Office fay JRAHSCAS* (G"q No 655 «^55r 

Fu' tren raslrr crde-'nrj rt^irn t fia.q 1,1 J I:.' J^C^ii. B&'Oa y r r) iinri 
TrusrcjiTj 1 1/rSJi U3f cnjr 24J hrjur itrvre* (M2l) 504661. 
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ATARI P QH\C if 6BC *• 
VIC 70 M ZX 8T APPlt 

Cascade Games Lid ., 1 3 HayWfa Crescent 
Harrogate. t*vnh Yark shire HG1 5BG. England 



nijrurv . CVtW« Telepfione: 104231 504663 Bi^remt ffimbet J 





Welcome to IDEAS CENTRAL. My ntrnie i* Molina 
Havenflame. LC. co-ordfnaton IDEAS CENTRAL it where 
you'll find the Bug Hunters' HQ and the man who keeps 
those rogue robots in order — Jackson T Ka I Fiber. Jackson 
makes sure OTISS, Big Red, X and B-Con get out there to 
find the hints, tips end pokes you all so desperately need 
for a happy existence. Don't tell them — but I can't rely 
on them to make a good job of It, 

So the IDEAS CORPORATION and yours truly. Melissa 
R.. need YOUR help. Remember, the IDEAS CORP will pay 
a large amount of credits to anyone assisting our 
enquiries. So, send your hints and cheats to Melissa 
Bovenflame, IDEAS CENTRAL, Computer + Video Gome., 
Priory Court 30-32 rarrfngdon Lane. London EC1R 3 ALL 



Over the past couple of months 
Jackson has been getting a to! of 
letters compiasnirvg about ihe lack 
of hints and tips for ihe Atari and 
the SBC. Well. th.s issue we a hall 
try and put the record straight but, 
remember, we do need YOU to 
send in hints. We also pay £5.00 



ATARI 



' four for the Atari Ihis ttme 
and they all come from Hugo 
Lumsdon.of Si Albans 

Chop Susy: While playing 
against the computer, stert otf with 
a high kick and then keep 
following and jabbing | he 
computer's man. This normally 
works on the early levels or when 
youropponenl's "Pow" is high. 

Airwolf: For some extra points 
hold Oown lire when Ihg game 
starts. 

Fire Chief: On the road, follow a 
vehicle in the fast lanectoseiy. Be 
ready lo slow down if the vehicle 
in fronl slows or I he fast lane 
changes. Try to follow motorbikes 
as they are easy lo jump over and 
do not use up much burn. Slow 
down quickly aher overtaking a 
vehicle othewise you win run into 
Ihe next one. Don 't go too slow or 
the vehicle behind win crash into 
you. Wait till the fireballs move 
away from the safe and choose 



the shortesl route there. Do not 
waste your water and only umi il 
when you have to. 

BRUCE LEE 

At Ihe botiom of the 1 1 th screen, 
climb up the first o! the three 
particle beams. At the bottom or 
this screen there are two orange 
masks. To get to ihe bottom of this 
screen, climb up the third particle 
beam, on the 1 1th screen, and Tall 
down to the bottom of this screen. 
Collect the laniernand walk 
through the next screen to the one 
after. 

On this screen walk into the 
orange masks. This will give you 
an exlra life. Walk off the screen 
and walk back on — the masks 
reappear and you get another life. 
5eware I hough, after about five 
new lives the masks will disappear 
for good. Try using the masks 
when you haven'! many lives left. 
They can be a great hefp. 



BBC 



Simon Bond of Worcestershire 
was so pleased with the amount of 
pokes we had in ihe June issue for 
the BBC that he thought he would 
write in and tell readers of more. 
First of all though, he has sent in 
an unlocking program which will 



ENTER LISTING B 

After 'Loading "Mam Prog" enter 
these: 

Frak: ?A304D=0-?&305B= no Of 
lives 

CALL &468A 

Castle Quest: After loading the 
main machine code program enter 



allow you to enter the pokes with 
ease. ENTER LISTING A 

And so, onto the pokes. Elite 
commander listing which will give 
you 255 tonnes of all the Legal 
cargo. All possible weaponary, 
100,000,000 credits. 'Clean' 

Listing A 

20[OPT2 
3QLDA S3CA 
40AND#2&4 
50STA &3CA 
60JMP&DC93 
70] 

807S304^&70:?&2Q5=0 

9Q*TAPE 

100*OPT1,2 



Usting B 

1 0J% -OPENOUT ("E.2APP") 
SOREM For tape version, change to ZAPP 
30M%-0:FOR G%=0 TQ£4B:READ AWft-EVALfST+AS 
40BPUT #J%,A% 
50M% = M%*fA%:NEXT 
51 FOR G%=&4C TO &FF:BRJT*J%,Q:NEXT 
eoCLOSE #J%;END 
70DATA 00, 1 4 r AO , 4A , 5A ,4fl , 02,53 
SODATA B?,3B,&A,CA,00,FF,20,0 
90DATA FF,FF,FF,FF J 00,0O r FF J FF 
10ODATA FF^OO.FF.FF^.FF.FF 
1 10DATA FF,QO, FF, F F a FF,FF,f F,FF 
1 SODATA FFJF.Ol^.FF.FF.FF.OO 
1 30DATA 00,00,00, FF,0Q,1 0,0F, 1 1 
1 40DATA 00,03.1 C.G^QO,, 00, OA ,00 
1 SODATA 1 1,3^07,09,06,00,00,00 
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?&5996= no. of lives 
'43342=0 — removes the' 
?&3375=0 — removes the first 
spider 

743374 = 0 — removes the 
second spider 
CALL &4340 

After loading main, machine code 
program enter these 
713692=0 — switch off collision 
detection with the baddies 
?&30CE^Q— infinite lives 
7&307B - no of lives 
D Spanner has come up with a 
few tips which will have some 
interesting effects on your BBC 
games — 
%FE45^14 
7&FE46=14 

These will act as a speed control. 
II you make the values lower it will 
put the game into slow motion. 
The sound will also be affected* on 
most games, giving interesting 
effects. 

To get infinite lives on Rockel 
Raid, load the game normally, 
press BREAK, then type CALL 

Wail until the game 
resumes normal play arc you will 
have unlimited lives. 



C16+4 



Andy and Martin Ralclifle of 
5:cke-on-Trem have been wading 
Ihrough their C 16 f 4 games to 
come up with these pokes: 

BANDITS AT 
ZERO 

Load the game and reset using 
ihe reset burton. Poke 1 1 1 00, 96 
and start the game with SYS 
1394. Your plane will now be 
build proof 

Rockman: Load and reset. 
Poke 7409, 1 73 and run with SYS 
7367. This disables all monsters. 

Xargan Wars: Poke 7302.255: 
SYS 7296 tor 255 lives. 

TutiiFrutti: Poke 10534,255: 
SYS B 192 for 255 lives 

Big Mac: Poke 12691,255; SYS 
7000 for 255 lives 

Cuthbert Enters Tombs of 
Doom: Poke 4561,173 — 
Disables Aliens. Poke 4552,173 
— Reeves limer. Start with SYS 
4352 

COMMODORE 

Cast your mind back 10 February 
of ttife year, when we printed a 
fasi-loader — which proved not 10 
work. Weil, the writer of that 
program Luc Pyke of Belgium has 
been in touch again and it seems 
as though you have lo type in the 



left arrow-key first. So, !he 
program should have read: 

— l = Load 
«- S = Save 

- Verity 
Luc has also sent in a tew pokes 
for Eureka. After the ''blocks 10 
load' ' counter on ihe screen has 
come to 000, Quickly set the 
counter on the tape-recorder to 
lero. Let the game load for 
another three or tour seconds, 
then press the stop key. Now 
rewind the tape to 000 end press 
pi ay again. After a white the 
screen should stop flickering and 
show the message ' 'Load error in 
1 ". Now type Ihe following: 
Poke 2560, 100: Poke 2561.157 

— prehistoric adventure 

Pok e 2 560. 1 00 : Poke 256 1 . 1 5fl 

— Roman adventure 

Poke 2560.100: Poke £561 ,159 

— Arthurian/British adventure 
Poke 2560.1 00: Poke 2561 , 1 60 

— Colditz adventure 

Poke 2560,1 00: Poke 2561 ,1 61 

— Caribbean adventure 
After typing in all these pokes, 
rewind the tape again to 000, and 
type RUN, The game should now 
finish loading, and while playing 

strong. 



HELP GIVEN 

Stepnon Coventry and his friends 
of the Wirral, Merseyside. saw 
pleas for help in ihe June issue 
and nave sent in solutions to the 
problems, For Leon Mooney here 
are the four codes you asked for in 
Frank Bruno's Boxing. French ie 
— CE9LN9817. Ravioli — 
IHCN96A8. A. Andy — 
ML6ION4B6 and P. Perfect — 
BFAINN2L5 (Name used was 
AMD) For something special iry 
CGAIN5CA. 

Leon also wanted to Imd oul 
how lo get the frog into the cup in 
Back To School — get Ihe 
code for the bike, write it on the 
blackboard. Get the frog from the 
store room and ride Ihe bike to the 
girl's school and stand 
underneath the cups. Jump up 
and the frog is now on the shelf. 

When Miss Take is under ihe 
shelf. Knack the cup onto her head 
and she will drop the keys. Return 
to the boy's school, Follow Mr 
Wacker into his office, jump on ihe 
sale and you've completed the 
game. 

For Ihe Commodore reader 
from Kent who wanted a poke to 
fix the bug in the wine cellar of Jet 
Set Willy, here it is: 
1 SYS6327S:PRINT CHR£(147) 
10 POKE 763,1 :POKE 



83G.34:POKEB32,43:SYS 
62&2B:PaKE 

53265.PF-EK(53265) AND 239 

11 FOR 1-0 TO 12;READ 
XFOKE 1280 + 1, X:NEXT 

12 POKE && 4 1.0 POKE 
6942, 5: POKE 8945,76:POKE 
8946,0:POKE S947.5 

13 POKE S950,76:POKE 
6«5l,0:POKe 6952,5:POKE 
e953.76:POKEe954,0:POK£ 
B&55.5 

27 FOR K -579 TO 779: POKE 

K,PEEK(fit92+K) 

28A = A+1:1FA=99THEN 30 

29 NEXT 

30 POKE 

778,PEEK(3192+99):poke 
779(81 92+ 100):STOP 
100 DATA 

169,27,14 1,17,208,169 
1 1 0 DATA 

85.141.93.242.76,160,15 
Thanks lads. 

ALTERNATE 
REALITY 

Malcolm Harnden of Stamford 
boughl this game a couple of 
week$ ago and discovered quite a 
lew bugs. At first he thought he 
just nad a duff copy, but after 
exchanging it a couple of times, 
he came to the conclusion that 
there were "bugs" in an otherwise 
brilliant game, The bugs he found 
were: The sun turns into a big 
flashing square. 

The description line below your 
experience line often gets a white 
cursor on it whtch blanks out some 
of the description words. 

A while square lorms beside the 
picture while playing. When you 
have filled up wiih potions I'E 



protection t £ a further quaff will 
crash the game. Also when you 
buy sis or more rounds in Ihe 
tavern, (he lower half of the screen 
crashes and a jumble of symbols 
appear tor a split second before 
resorting back to normal, 

Another from the typewriter of 
Chris Cam are these hints for 
Green Beret. The four levels are a 
missile base, harbour, the bridge 
and the captives. On each level, 
when you kill a commando you will 
get a different weapon. Flame 
Thrower! Rocket Launcher, Flame 
thrower and Rockets, On the last 
you get Grenades and Flame 
Thrower. You will need to keep 
different weapons for certain jobs, 
but , C h ri s won 't te II us which do 
which! At ihe end of level one you 
will be attacked by a truck full of 
:;o d ers. At the end tif The; second 
you will have to Jackie a pack of 
hungry dogs Level three sees the 
Gyro-copters trying to hit you and 
on level tour a guy with a flame 
thrower tries lo roast you alive. 
These tips apply to Ihe three 
formats — but the Amstrad 
version also has men who throw 
grenades at you ! 

AMSTRAD 

Gremlin's — alias Richard Aplin 
( hope I " ve g ot ihe spell ing right 
this time. Richard) — poke for this 
month is Spellbound. Just type in 
the listing carefully and run it, 
having pressed play on ihe tape. 
There is a checksum to find any 
typing error. 

The 7 inch version is short bul 
not very good. The 12 inch lets 
you use all spells, all lift floors and 
is much better. 
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Get down and get with it with an amazing Aiwa 
personal stereo! Thanks to Probe Software the first 
prize winner in our great Mantronix competition will 
be able to bop to the street best while strolling to the 
newsagents to pick up a copy of OVG or while 
playing Probe's latest arcade adventure, 

The main prize is an Aiwa personal stereo which 
comes complete with a special remote control unit, 
reatner touch controls, auto reverse and lots more 
special features, This prize worth squillions of 
pounds could be yours if you can answer the simple 
Mantronix Quiz, 25 runners-up will be able to choose 
one of the Probe range of games. These are: Basildon 
Bond on the 64, Mantronix on the Spectrum, Devil's 
Crow n on the Amstrad and Dirty Den or Defence 16 
on the C16, If you win tell us which game you'd like 
on the coupon. 

Once you've solved the quiz send your entry 
coupon to Computer and Video Games, Mantronix 
Competition, Priory Court, 30-32 Farringdon Lane 
London EC1R 3ALL Closing date for the competition 
Au £ ust l^th and normal C-VG ruies apply, 



I 

i'l 
i 

■* 
i 
i 
i 

13. 

I 

I 



Name the tunes at the 
Mantronix 



of 



Name the crimes committed by the four most 
dangerous criminals the universe has ever seen - 
featured in Mantronix 



Name two previous Probe games.— 



AIWA 



Name 



I 
I 
I 
I 



Address 



Machine 





An Action -Strategy game 
for the fearless 





I am the Toadrunner 
and must not fail 
in my quest, if I 
am to regain my 
human form. 



Available from all: good software retailers - Ef it's not there, please 

order it - or in case of difficulty send your crossed cheque/ 
P.O. made out to Arlolasoft U.K. Ltd,, including your own name and 
address, to Ariolasoft, P.O. Bo* 461 . London NW1 2ND. 

Tbadrunner Amstrad Disk £14.95 
Amstrad or Spectrum Cassette £8.95 




French software houses are increasingly turning their 
attention to the British market. Get Dexter and 
Doomsday Blues were just a taste of thinp to come. 

So what's going on over the Channel? C+VG asked 
Nathalie Meiztermann, a writer with the French 
computer magazine Tilt, to tell us. Meanwhile C+VG, 
Deputy Editor Paul Houghton visited Europe's Number 
One software house, Infogrames, to look at the fames 
they'll be releasing in Britain this year. 



Computer* are a matter of feeling 
and passion in Frame. Each year 
the French have "rushes" of 
affection for one machine. 

In 19^1 it was the Oric with around 
21*0,000 machines sold. It was the 
Am -tract's turn in 1&85 (1543,000 1 and 
1986 will prohahlv he the Year of the 
Atari 520 ST. 

And you must add to this 200,000 
Commodore Ws, 1 he ZX 8 1 , 
Spectrum, Atari SOU. Phillips VG 
m&ftdMSX(5G\0OQ), 

There is also a flourishing 
business with French made 
computers. The Exelvision, with its 
infra red commands for joysticks 
and ke> hoard and integrated speech 
synthesiser, has sold 30,000 units 
and is seen as very innovative. The 
Thomson series of computers has 
sold 380.000 units. 

But these "second rate 1 " machines 
owe a lot of their popularity to the 
government policy of supplying 



them to schools. This, in turn, has 
lead to a lot of dull educational 
software being produced to satisfy 
demand from schools, 

Although these figures are 
unofficial — there is no way to really 
confirm them — it is estimated there 
are about one million computers in 
France. 

There is also a difference in the 
type of games which are popular in 
France, In England arcade type 
games have the higher sales than 
adventures. But in France 
adventures are just as popular as the 
shoot l etn ups — which accounts for 
an amazing growth of medieval 
English vocabulary of French 
schoolboys. 

The rising star of French software 
companies is Ere Informatique. 
Their games keep getting better, 
Their L936 hits Get Dexter and 
Dwmsday Blues have been released 
in England by PSS. 

In fact* Computer + Video Games 
made Get Dexter— released under 



the name of firaflitn aadXune in 
France — its Game of the Month in 
April and Doomsday tiluts was a 
C+VGHiL 

In the middle of France's wine and 
gourmet region, Burgundy, is the 
home of Cobra Soft, noted for I heir 
humorous detective adventures 
which are expensively and lavishly 
packaged and come with a file 
containing e lues. 

Mcurtres sur L'Atlantique — 
Murder on the Atlantic— takes 
plate in the thrilling 1930s 



actual ship reports, love notes, 
letters, braille messages, coded 
information, photographs, a bullet 
case, button, length of string and 
lots more, 

There are 40 people to 
cross-examine, ranging from \[ 
glamorous movie stars, jazz 
musicians and 
chambermaids. 

These new and original 
settings for computer 
games make a 
refreshing change 



* Co#ipaginie Francaise De Transpo 
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atmosphere of Le Bourgogne, a 
luxurious transatlantic liner. You 
play the part of the detective who 
finds himself mixed up in murder 
against a background of pre-war 
tensions, transatlantic speed 
records, spies, champagne and 
masked balls. 

Besides the computer game, 
program, the game comes with 




from the seemingly endless profession 
of games involving knights, 
magicians and lost beauties, 
[nfograme^ the biggest software 
company in France, also 
makes good adventure garner 
But you can read more about 
those later an. 
In France, as in 
> Britain, there are lots 
of computer 
magazines on the 
new stands. But 
there are 
dominant 
L'Ordinateur 
Individual, 
SVM and Till. 



The first two are dedicated to the 
professional and hardware side of 
micromputing. Tilt is really the 
French equivalent of Computer I 
Video Games. That is to say it's a 
reference for games and leisure 
computing, Each month it reviews 
about 40 games and also examines 
the new computers which come onto 
the market Any British reader 
would instantly recognise many of 
the games it covers. 

Another computer related area 
which has seen massive growth in 
France is Videotex, which is similar 
to Prestel. In fact it has been 
predicted that the equivalent of a 
year's growth in Preslel will be 
installed in France every 25 days for 
the next few years. 

In the past five months its chatline 
—distinctly naughty when 
compared to British versions— has 
more than doubled, 

More than just a new means of 
communication. Videotex is a real 
society phenomenon. 

TheChatline molo is: Think dirty, 
if not original. Messages and 
graphics are pretty explicit. 




At its headquarters in 
Villeurbanne, Lyon, it employs 84 
people, nearly half of them 
programmers working in new 
games, conversions and developing 
new product for what the company 
believes will be the technology' of the 
future -MSXU. 

And now Infugrames is preparing 
to take on the British market. This 
summer will see the first of its games 
released in Britain — Mandmgm:, 
an arcade adventure which has 
already proved a massive hit on the 
continent . 

[nfogrames w as started three 
years ago by two men, Bruno 
Bonnell and Chrislophe Sapet. Last 
year I nfogrames together with its 
distribution business Cadre had a 
turnover of 43 million francs. This 
year, predicted turnover is % million 
francs. Its business record is 
impressive. You don't get to be 
Europe's number one without being 
good. 

So why has it taken Infrogrames 
so long to try it's luck with the 
British market? 

Thomas Schmider, Inforgrames 
export sales manager, says: u It's 
mainly because we have been 
concentrating on the Thompson 
machines. I 'mil December I *+S-l we 
were only thinking in terms of 
Thompson product. Then *e started 
on MSX. We decided to turn to the 




export market only when we became 
leader in France. Even if the English 
market is not increasing, it's still the 
mn<i important in Europe. "We have 
a lot of product which we could have 
released before but we wanted to 
start with ;i full catalogue. Now we 

continued ► 






GET YOUR NAME ON THE 

BBBBf ! j 



If you have ever bought another golf 
simulator - shoot yourself! 
If you are ever considering it - 
save yourself a bullet! 
ZZAP64 



Quite honestly, teaderhoard makes This is the sports simulation of the 

ait other golf simulations look clumsy year - if not the decade! 

and antiquated in comparison, ZZAPS4 
ZZAPB4 




And swing your way to a record round 



Now you can become a goff pro and experience the thrill of 

having your name up on the "LeaderboarcT. 

With tnis amazingly realistic simulation you get a true 

perspective view of your gotf game. 

As you play on different 18 hole courses on 

levels varying from amateur to louring professional you'll 

need skill concentration and control to come in under par. 

CBM 64/128 Cwn ' n 9 500,1 forSpedrum and ArnsJrod 



Features: 

• Choice of club, distance, type of 
shot (hook, slice, puttirtg) and more 

• Realistic Sound 

• Practice Driving Range 

• Joystick Controlled 

• Multiple 18 Hole Golf Courses 

• Automatic Scoring 
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tm working towards simultaneous 
releases in France and Ihc IK.** 

The games lined up for British 
release are main !>■ graphi c 
adventures. In Jiritain arcade frame* 
are the real super sellers. But in 
France adventures are just as 
import mi. 

,h l think alt things produced h 
English software houses are very 
impressive but we're getting a little 
bored. It's alJ arcade games, M says 
Thomas." [fwe make arcade 



The cassette game, with 
accompanying booklet, will be 
released on a wide range of 
computers and sell for around 

It is set in the peaceful land under 
the benevolent rule of King Jorian of 
Mandragore who, tragical!), is 
killed when a shower of shooting 
stars falls on the countryside. The 
king's rule is replaced by the 
tyrannical Lord Yarrxl Nor, 

To free Mandragore from his rule, 




products it's hecause we've found 
something new." 

Infugrames releases ^aiues over a 
*ide range uf computer, This year 
the Atari 520 ST is being tipped as 
Ihe machine" for France. 

But for the future. Infogrames is 
pinninga lot of hope on MSX 11. "W« 
believe this is the technology of the 
future, says Thomas, "flu I il doesn't 
mean we won't develop for other 
machines. 1 * 

MS\ machines have always been 
more popular in France than Britain 
and Infogrames have found li very 
profitable releasing product for it. It 
has built up a lot of expertise with 
the madi in e a nd i s h ypi n g to put it 
to use with the new- MK\ machines. 

The first Infogrames garni' lobe 
released in liritiain will he 
.Haadrngttrt, a sprawling arcade 
adventure which has already *M 
around "(>, 000 copies since it was 
released in France, It still hasn't 
been s&ked . 



m MANDRAGORE 

you must form a team of four 
characters and eventually confront 
the evil lord is his own chateau and 
destroy him* 

Tci do this you must travel the land 
of M andr ago re, v isi li n g p I ai lis , 
forests, mountains, villages, 
chateau x, swamps and dungeons, 
solving riddles and puwles and 
defeating monsters. 

At the start of the game you are 
presented with three menu choices. 
The first is Syrella's Adventure, 
which allows you to play with a 
previously selected team, The second 
choice is for you to select your own 
team and the third is to resume a 
previous game. 

When you choose your own team 
of four, a questionnaire concerning 
each one appears on the screen, 
Each is allotted points which 
must he divided on characteristics 
such as constitution, strength, 
intelligence, wisdom and dexterity, 

1; ou then have to choose the 



character's race — dv, arf, elf, 
mi-ore. hohbil or human, Each is 
then given an occupation — warrior, 
ranger, wizard, wise man, thief or 
minstrel. 

Fu r( h c r upt ions are t he 
c haracter's name — up to si x letters. 
Sex— just two, male or female — 
and the colour of the graphics on 
screen. This helps if, for example, 
you have selected U ri dwarf* for 
your team, 

The team is shown on screen as 
rather chunky graphics. The island 
of Mandragore scrolls beneath them, 

Mare than a dozen villages can be 
visited where it is possible tn huy — 
or steal — torches, weapons, food 
and boats. It is also possible to sell 
things fuund elsewhere in the game. 

There are ten chateaux, each with 
around ft) rooms and dungeons. 
Each dungeon has a theme running 
through it. For example, the zodiac, 
chess nil L j n bees. Eat 1 h has a 
mystery to he solved, treasure to be 
found and monsters to be fought. 




Depending on how you play the 
game, points are added or subtracl fd 
from the each character, Lose ton 
many and it's death. 

Control I tng t he characters first 
appears confusing but practice 
makes it a very simple prows*. 

Each character is given a number 
— 1, 2, 3, or 4, di splayed on t he ri gh I 
of the screen. Objects visible in a 
particular room are given the letters 
A. II. C and I). There are then 29 
verbs at your disposal which can be 
selected by pressing the first two 
letters of the word, 

So if vou wanted one ohourloam 
In attack a monster ) oil u mild pre:-* 
5 he charadorV number 1 1 1. then the 
first two letters of ATtack and 
finally the letter attributed to 1 he 
nu hi s( er ■.(.' I. Th e sc re e n vhi 1 1 d isplav 
S¥ RE LA ATTACKS MONSTER. 
Confused',' Demi worry, if? rcalb 



simple when you see it on the screen. 

The next Jnfogrames game, I era 
Cruz , is due for release in August. Lt 
takes the player into the sordid 
underworld of detectives, pim^iind 
prostitutes. 

The game opens at the scene of a 
murder. Prostitute Vcratruz lies 
sprawled on the floor. Playing the 
part of the detective you must collect 
clues, interv iew suspects, witnesses 
and finally identify the murderer, 
Vera Cruz is written by a French 
policeman and it appears to be a very 
faithful reconstruction of how a real 
murder investigation would he 
carried out. Although it was in 
French. Vera Cruz looks absolutely 
fascinating. 

Due out i n September is the 
Lnfogrames game sold in France as 
Las Vegas. But in Britain it will 
pn fhahl j he ca 1 1 ed The MmUme , 
You play the part of a man, 
presumably French, who receives a 
telegram from Las Vegas saying his 
aunl has died leaving him a vast 
amount of money. The adventure 
involves our hero's progress as he 
overcomes problem after problem 
before he can claim his money, 
(urns, blackmail. Loan sharks. 




rnhbery, violence, clubs and 
gambling arc the ingredients of I his 
adventure. 

Although both the versions of 
Vera Cruz and La* Vega* were both 
in French and we'll have In wait for 
English versions heturr final 
judgement is passed, both look fun 
to play. 

The ingredients in these two 
Jnfogrames games arc far more 
aduk than in English adventures. So 
if you are fed up with knights, 
wizards, fairies and spells, hut are 
still thirsting for different, 
invigorating and challenging 
adventures, these could he tames to 
rem-* ) our inl i' rest. 
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CASCADE GAMES LTD., 
HARROGATE. HG1 5BG, 
ENGLAND. 
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"I JUST COULDN 'T BELIEVE HOW MUCH THERE WAS IN IT" 

"ACE IS ONE OF THE BEST SIMULATORS I HAVE EVER PLAYED ca 

'THERE ARE FLIGHT SIMULATORS AND THERE ARE FLIGHT 
SIMULATORS - AND THEN THERE'S ACE" 
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COMPUTER AND VIDEOGAMES 
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COMPETITION 





You could win a FREE three month 
subscription to Micro net and P rests I, plus 
a FREE 12 month subscription to Computer and 
Video Games in our sensational summer 
Treasure Hunt! 

You need a modem and a 64, Spectrum or BBC to take 
part. All you have to do is log into Micro net's free 
demonstration database for the answers. 

If you've never come across Micro net before then you 
won t know about all the incredibly interesting services it 
offers subscribers. 

Mi crone t is a viewdata system for home micro users — 
a totally new concept in home entertainment and informa- 
tion services. 

There's more to Micronet than just computers — you can 
talk direct to celebrities on the live Chat line, make use of 
the electronic mailbox service, read record reviews and 
even download free software! AM that and there are 
interactive games to play — like Starnet, Micron efs 
answer to MUD. 

A free three month subscription allowing you access to 
all this could be yours if you enter C+VG's treasure hunt. 
Ten runners up will get a C- VG Big Red t-shirt — so mere s 
something to go for even if you don't win the hig prize, 

Micro net's free demonstration database simply shows 
what the service can offer you — but we're using it to set 
you a few mindboggling puzzles. You didnt think it was 
going to be easy did you? 

Once you've dialled up the Presto I system via your 
modem enter this dummy ID number (Ten 4's) 

then enter this dummy password number 4444 (Four 4 s). This 
gets you into the Micronet demo area. Once on line we 
want you to search for the answers to the following clues: 
1. What baud rate modem do you need to access 
Micronet? 

Z. How many stars are there in the STAR NET galaxy? 

3. Up to how many GALLERY frames can be allocated to 
Micronet members? 

4. What is Bizznet? 

5. How many FREE Spectrum programs are described in 
the Sinclair Microbase? 

6. Who is the guest celebrity on the demonstration of 
CELEBRITY CHATLINE? 

7. Who is salting a brand new ZX printer for £25? 
S. What is the first sign nf a "wally"? 

3. What is the name of John Bye's Headmaster? 

10. How much should you pay the Milkman? 

11. What do you press to download tele software on a 
BBC? 

12. What is the ordinary subscription charge for Micronet 
and Prestel per quarter? 



13. According to the DEMONSTRATION 
database, how many frames are there on 
the real MICRONET database? 
Once you've worked out the answers, fill in 
the coupon below and sent it to; Peter Probert, 
W*J Micronet/C+VtS Treasure Hunt, Micronet 800. B 
Herbal Hill, London EC1R 5EJ. Closing date for entries is 
August 16th, normal C-*-VG competition rules apply, and 
the judges' decision is final 

If you want more information about Micronet BOO simply 
write to the address above, and a brochure will be on its 
way to you in an instant 
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C+VG/MICRONET TREASURE HUNT 

My answers are- 

1 



10 



11 



12 



13 



Name 



Address 



Age 



Computer owned 




■gr mi 




Modem owned . 

Send this coupon to: Peter Probe it, Microoet/C+VG 
Treasure Hunt, Micronet 800, a Herbal Hill, London EC1R 
3EJ. 
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SPECTRUM 48 K 



THE STORY SO FAR 

The Wizard of Tail y ran told the story of how a 
magic mace kept the kingdom of Tallyron 
from invasion. Tallyron was bordered by 
sea on the west coast, on the north by the lands 
of the dreaded Black Knight, on the east by the 
country of KruM the Merciless and to the south 
lav the empire of Grekh the Evil. These three 
rulers together wished to destroy the land of 
Ta 1 1 yronio rever. 

The Black Knight stole the mace and hid it on 
the Island of the Lost and a young acolyte from 
the Grand Meeting of Wizards was selected to 
recover it. Together with his two friends, Marc, 
from the Kiings yeoman and Karl, a southern 
farmer, he recovered the mace and destroyed 
the Black Knight. Marc h as since become 
Commander in Chief of Ta Myron's armies and 
our interpid hero has become Court Wizard to 
the king of Tallyron* 

NOW READ ON! 

/ § A A ore wine for my guests", called the 
JUM young wizard. Roget, the old leader 
■ V lot the Grand Meeting of Wizards 
watched him, warily. The third member of the 
dinner party. Marc sat back in his chair, knowing 
what was afoot, but saying nothing. 

"Now, just what are you up to, you young 
rascal?* asked the old wizard, 

"Surely an acolyte can treat his master to a 
good meal?" enquired his host, genially. 

"The days when you were a junior Meeting 
member and 1 was your master are now long 
past/' said Roget evenly. "You are no acolyte 
now, but the Court Wizard of Tallyron and quite 
outside any jurisdiction of mine. Now what 
exactly are you after?" 

"Too wise ay half, as usual/' grinned the Court 
Wizard, "Quite right, I need your help. Tell me, 
what do you make of this?" 

Clearing a space in the centre of the table, he 
spread out a scroll of parchment. It looked 
extremely old but the assembled company could 
dearly read the following stanzas. 
from wizard's lair in darkest Woid 
Was spawned a hare of crystal, cold. 
When Mare is lost, and Mace is found 
feel belt's reposte, deep underground. 
For Hare be found with ill intent 



and Mace be drowned ta area/ extent. 
"Where did you get this r^ asked Roget. 
'From the king. This is part of the prophecies of 



Karleem/ 

The old man gasped. Karleem was a legendary 
seer who lived many years previously, had 
made many predictions and had never been 
wrong, 

"Now I think I understand. The king is 
concerned about the reference to the loss and 
recovery of the mace?", said Roget. 

"Quite* So any help would be appreciated." 

"Let us see then/' Roget examined the 
parchment. At length he said: "Well the Wold is 




the old name for the Southlands, the area just 
below where your friend ICarl has his farm. A 
hare is the old southern word for a bell, so 
presumably the prophecy must refer to some 
magic bell with trie power to negate the effect of 
the mace. I should think the Keeper of the 
Moon tower on the southern plains could tell you 
all about it." 

"Then I must travel south." The Court Wizard 
turned to Marc. "Would you care to join me?" 
The soldier smiled, 

"Why not? The army could manage very well 
without me far a day or two. And it gives us a 
chance to look up an old friend!" 



Chapter Two 



£ £ H hope this will take no longer than a week 
I or two," complained Karl. "I have a 
I harvest to worry about." 

"Stop winging. You know you hate the quiet 
life*" Marc chided. 

The three of them approached a bluff 
overlooking the southern plains of Tallyron as 
dusk feet. Suddenly they were surrounded by a 
group of armed men who moved forward to 
attack them. The Court Wizard had a sleep spell 
ready. The two fighters drew their swords. 
"Wait Marc," ca lled the magician. "They don't 
look like Grekh 's people." 

The Court Wizard gravely gave his name. 

"And who am I addressing? Why do you 
prepare to attack us?" he asked indignantly. 

"our humble apologies, my lord. We defend 
the Mo on tower and these are troubled times, for 
Grekh's armies are abroad." Mark and Karl 
exchanged glances. 

"Looks like there may be someth ing to the 

Roem, after all," said Karl. "Take us to your 
eeper, please." 

Within naif an hour the Keeper of the 
Moon tower, who was an ancient gnarled 
character with a long beard and flowing grey 
hair, was reading the history of the Crystal Bel l 
of the Wold from an old manuscript. 

The visitors soon determined that if the bell 
should be rung by an attacking army, the mace 
would become powerless* 

" But there is worse news. I'm afraid/' said the 
old man gloomily. "The bell's last known 

eosition was in the old underground complex at 
fold ere st, just five miles southwest of here. All 
the surface buildings have long since fallen into 
ruin. Very little is left. But it is said that the 
underground walkways and rooms are still 
there , They a re o n I y access i ble by a n o Id stone 
ladder beneath a trap door, but I have a map 
which will direct you to there." The ancient figure 
leant forward and lowered his voice, "But it is 
rumoured that Grekh is already inside the 
complex, with a bodyguard of gargoyles. And 
that he has populateait with the living dead. 

The Court Wizard looked at his men. "Well 
gentlemen. This time we start with the best 
equipment available, and I know many spells. 
Are you with me. . ?" 

# continued on page 52 





THE PROGRAM 




5 DEF FN A(A>=(LEVEL ,1 AND << 
A 104 AND A10B> OR (AMJO AND A 
<134) OR <A;130 AND A<141) OR (A 
>146 AND A<1$?) OR ( A • 1 6? AND A'. 
17?) OR (A.>173 AND A< 1 89 > > J - ( LEV 
EL ^2 AND (A-29 DR A=30 OR A = 45 0 

b INK O: PAPER 7: CLS : PRINT 
AT 10.0; '"DATA TS LOADING" 
B I OAD "MAR" 1>ATA A* ( ) 
9 PRINT ; PRINT "PLEASE. WAIT" 
ID GO TO 1000 
100 FOR N=2 TO 5; PRINT AT N,6: 
0*(6 TD 3l>! NEXT N: RETURN 

105 POKE 23659,8: DEEP .2,1 

106 L FT ut=INKEYt: IF li*="" THE 
N GO TO 106 

110 IF {U*- M 7" DR u*=CHR* 11) A 
ND A* ",L_EVEL , P0S+DY16+DX ) > " 1 " AND 
A* (LEVEL T F'OS + DY 1 6 + DX ) ; > "F " THEN 

LET F'OS = F'OS + DX+DYli: GO TO 129 
112 IF U*«'*B" OR «*=CHR* 9 THEN 

LET DIR = DIR-H-4*(DIR=4> ; GO TO 

114 IF U*="5" OR uJ = GH R * 8 THEN 
LET DIR=DIR-1+4*(DIR=1) : GO TO 

12S 

115 IF li*="E" AND At ( LEVEL. , POS + 
DY 16-i-DX ) ="0" AND NOT <LEV£L=5 AN 
D F'0S=173 AND FLAG2^ ;-2) THEN L.E 
T P0S-P0S+DX+DX+DY*32s GO TD 128 

116 IF u*="C" AND ( (At (LEVEL, PO 
S)«"3 M AND LEVEL > 1 ) OR At (LEVEL, 
EOS) = "4" ) THEN LET 1 eve) =1 evel t- 

(A*!LEVEL,prjs)= M 4" AND level<'5)- 
(^t ( level , pnt ) - M 3" AND lev<?l.= l>: 
GO TO 126 

117 IF u*^"C" AND A*<LEVEL,PQ5) 
-"3" AND LEVEL" 1 AND NOT ELAG3 T 
HFN INPUT INKEYt: F'RINT #OjA.T 0 
, 0;"THTS LADDER L.E ADS OUT OF THE 

LABYRINTH AND YOU HAVN ' T 
COMPLETED YOUR QUEST YET 1 ": 
FDR N=l TO 200: NEXT Nj GO SUB 9 
90 : GO TO t05 

lift I E u«.= "C" AMD At ( LEVEL , f-'OS > 
="3" AND LEVEL" 1 AND Fl AG3 THEN 

r:L5 : PRINT "YOU TAKE THE CRY5T 
flL HARE OF WOLD TO THE TOWER 

OF THE MOON, WHERE THE KEEPER D 

HiABl E3 IT FOREVER. TOTAL 

SUCCESS "" ' "ONCE MORE TALLY RON 0 
WES VOL ITS PEACE . " : !Li TOP 

119 IF U*-"D" AND (At (LEVEL, POS 
>="D" DR At (LEVEL, F J OS) ="E" j THEN 

GO SUB 5000: FDR N=l TO 200; N 
EXT N: GO 3Uf) GO TO 105 

120 T r U*=="CT' AND At (LEVEL, POS) 
"4" AND At (LEVEL T F'OFi > "A M THEN 
00 SUB 4000: GO TO 128 

121 IE I.Jt = ,, 0" AND At (LEVEL, POS) 
-"A" THEN INPUT INKEYt: PR T NT » 
0;AT 0,o ; "YOU'VE ALREADY EMPTIED 

THIS CHEST '"i FOR N=l TD 20 

0: NF*T N; GO SUB"99X>: TO 105 

122 IF Ut-"M" THEN LET CAHF-1: 
GO TO 11 00 

124 IF Ut-"R" THEN GO SUB 1500 
: GO TO 12B 

125 IF Lit::: "I" THEN CLS : GO 51.1 
H 3000: FOR 0=1 TO 100; NEXT D: 
GD TO 12B 

126 IF Ut= ,, U" THEN CLS : GO SU 
E 350O : FOR 0=1 TO 100: NEXT P: 
00 TO 128 

127 GO TO 106 




170 IF At (LEVEL, p K ^"B" AND ( 
1Jt-"7" OR Ut="E"> THEN RETURN 
175 IF At (LEVEL , pas ><>"B" THFN 
GO TO 105 

230 INPUT INKEYt: PRINT #0;AT O 
,©? "YOU STEP ON THE TRANSPORTER 
Oft 1 D AND ARE WHISKED AWAY IN A PLr 
FF OF SMOKE'-: FOR N-2 I TO 60: 
BEEP ,0l,N+2: BEEP .0i,N-2; PEEP 

. 001,N: NEXT N 

235 IE LEVEL=2 AND P0S=216 THEN 
LET P0S=29: GO TO 129 

236 IF LEVEL=2 AND P0S>=46 THEN 
LE X P0S=103: GO TD 12a 

240 LET P0S1=INT ( RND*223+ 1 7 > ; 
IF At (LEVEL , POSJ ) "2" OR At <LEVE 
L,PDSL>= I 'B" OR FN A(P03K>FN A(P 
0S1 > THEN GO TO 240 

250 L..ET POS=POSl: GO TO 12S 

500 FOR N = 5 TO 20: PRINT AT N,0 
;0t; ; NEXT N: RETURN 

330 INPUT INKEYt; FOR X = 16 TO 2 
li PRINT AT X,0;Ot: NEXT fcs RETU 
RN 

600 INK 6 ; PAF'ER O; BORDER O; C 
L5 

fclO PL.QT 47,0: DRAW 160,0; DRAW 
0,160: DRAW -160,0: DRAW 0,-160 
620 LET DY= (DIR=3) - tDlR=»l > : LET 
DK- ( D I P = 2 ? - ( D I R- 4 .i : I.L- 1 DY16 = DY 

*16t LET DX16-DX+16 
630 IF At <LEVEL,P(J5+DY16+DXJ ■ "2 
THEN PLOT 67,28: DRAW 120,0: 

DRAW 0.120: DRAW -l?0,n : DRAW O, 

- 1 20 

640 IF A*(LEVELiP0S+DYli6+DX)*"0 
" THEN PLOT 97,2B; DRAW 0,90: D 
RAW 6O,0: DRAW 0 T -90; PLOT 109,6 
5: DRAW 2,0: DRAW 2,2: DRAW 0,2; 

DRAW --2 T 2: DRAW -2,0: DRAW -2,- 
2: DRAW 0.-2: DRAW 2 T -2 

650 IF At (LEVEL , P0S--DX16+-DY J M 2 
" I HEN PLOT 47,9: DRAW 20,20: D 
RAW O, 120: DRAW -20, 20 

660 IF At (LEVEL, F J OS-DX 1&+DY ) ="0 
" THEN PLDT 53,14: DRAW 0,119: 
DRAW -A, 6 

670 IF A*<LEVEL,P0S+-DX16-DYJ <"2 
- THEN PLOT 207,8; DRAW -20,20: 

DRAW O, 120 I DRAW 20,20 

680 IF A*{LEVEL,P05+DX16-DY>="0 
" THEN PLOT 201,14; DRAW 0,119: 

DRAW 6,6 

690 LET PT=P0S+DY*17 -DX*15: IF 
PT1 DR PT>256 THEN GO TO 740 

700 IF At ( LEVEL ,PT) 1" THEN G 
O TO 730 

710 IF At (LEVEL , P0S + DY16+DX > >" 1 
" THEN PLOT 67,28: DRAW 30,30: 
DRAW 0,6Oi DRAW -30, 30 

720 IF A*<LEVEL,P05-DX16+DY) J 
" THEN PLOT 47,28: DRAW 20,0: D 
RAW 0,120: DRAW -20,0 

730 IF At (LEVEL, PT) ="0" AND A* ( 
L EVFL , F'OS+DY 1 6+DX1 "1' THEN TlC; 
T /6,37; DRAW 0,60: DRAW 14,-14: 

DRAW 0,-52; PLOT 86,77: DRAW 2, 
2: DRAW 0,1: DRAW -2,2: DRAW -1, 
"2: DRAW 0,-2; DRAW 1,-1 

740 LET PT2=P0S+DY*15+DX*-17: IF 

PT2* 1 OR PT2:-256 THEN GO TO 77 

O 

750 IF At (LEVEL, FT2) >" 1 " THEN' 
GO TO 7G0 

760 IF At ( LEVEL ,P0S+DY16+DX) >"l 
" THEN PLOT 107,28: DRAW -30,30 



770 IF At (LEVEL, POS+DX 1 6-DY> >"1 
" THEN PLOT 207, 2Si DRAW -20,Os 

DRAW O t 120: DRAW 20,0 

7B0 IF At (LEVEL, PT2)="0" AND A* 
(LEVEL, POS^DYli+DX) •■"f THEN PL 
DT 170,37: DRAW 0,90: DRAW -14. 
14: DRAW 0,-52: PLOT 173,77: DRA 
W -2,2; DRAW 0,1: DRAW 2,2: DRAW 

U-2: DRAW 0,-2: DRAW -1,-1 

790 IF At (LEVEL, PGS+DY16+DX) < "2 
" THEN GO TO 904 

BOO LET PTl = P0S-rDY#32+DX*2: IF 
PTl-:l OR PT1 : 256 THEN 00 TO 904 

810 IF A* (LEVEL, PT IX. "2" THEN 
F'LDT 97, 5G: DRAW 60,0: DRAW 0,60 
: DRAW -60, Oi DRAW 0,-60 

820 IF At (LEVEL, PT1 i ^"0" THEN 
PLOT 112,56: DRAW 0,45: DRAW 50, 
O: DRAW 0,-45: PLOT 113,77: DRAW 

1,1: DRAW -1,1; DRAW -1,-1: DRA 
W 1,-1 

S30 IF A* ( LEVEL , PT > < " 2" niEU G 

0 Tn 865 

S40 IF At (LEVEL, PT+DY16+DX ) : "2" 
THEN PLOT 67, 5G: DRAW 30, Oj DR 

AW 0,60: DRAW -SO 1 0:1 IF At (LEVEL 

• P015-DX16 + DY) THEN PLOT 67. 

5S: DRAW "20,0: DRAW 0,60: DRAW 

20, 0 

850 IF A* (LEVEL, RT+-DY16+DX ) -"0" 
THEN PLOT 82,53: DRAW O, 45: DR 
AW -15,0: IF At (LEVFI., P08-DX16 + D 
Y).>"i" THEN PLOT 52 T 5B: DRAW O, 
45: DL'.AW 15, 0; PLOT 58,77: DRAW 
1,1; DRAW 1,1: DRAW -1,-1: DRAW 
1,-1 

852 IF At (LEVEL, PT-DY16-DXK; "2 1 " 
THEN 60 TO 065 

055 IP At < LEVEL, PT) "4 H AND At ( 
LEVEL, PT M: H B" THEN PLOT 52,40: 
DRAW 0,12; DRAW 20,0: DRAW 0,-KV 
; DRAW -20,0: DRAW 0,12: DRAW 4, 
4: DRAW 12,0: DRAW 4,-4: DRAW -1 
1,0: DRAW 0,-3: DRAW 3,0: DRAW o 

356 IE At (LEVEL, PT) ="A" THEN D 
RAW 7,0: DRAW o,6: INVERSE 1: DR 
AW -1S,0: DRAW 19, O: INVERSE 0: 
DRAW O.-l; DRAW 0,5: DRAW -1S,0; 

DRAW 0,-9: DRAW 3,3: DRAW 0,3: 
DRAW -3,3; DRAW 3, 3: DRAW 12,0; 
DRAW 3,3: DRAW -3,-3: DRAW 0,-3 

357 IF At (LEVEL, PT) >"C" AND At* 
LEVEL, PT > ■; "F" THEN PLOT 47,45: 
DRAW 31,0: DRAW 0,-1; DRAW -4,-4 
; DRAW 0,-2: DRAW -27, O: PLOT 47 
,50: DRAW 6,Os DRAW -2, -2: DRAW 
0,-2: FOR N=0 TO 5: PLOT 47,51: 
DRAW O.ABS N*2: DRAW N+2, 0, (PI+A 
BS N/180)*-SGN N: NEXT N 

B5B IF At (LEVEL, PT) -"D" THEN P 
LOT 47,50: FOR N=0 T □ 10 STEP 2: 

DRAW 23-N*2.0: DRAW N*2-20,N*2" 
20: DRAW -8,0; draw 0.18-N*2: NE 
XT N 

859 IF At (LEVEL, PT) -"C" THEN P 

1 01 47,50: DRAW 23, 0: DRAW --20, 
20: DRAW -3, 0 

860 IF At (LEVEL , PT J ="4" AND DX 

I HE N PLOT 52, 4U: DRAW 0,30: DRA 
W 1,0: DRAW O t -30: DRAW 3,0: DRA 
W 0,30: DRAW -1,0; DRAW 0,-30: D 
RAW 0,2: DRAW -2,0: DRAW 0,1; DR 
AW 2,0: FOR N=l TO 2: DRAW o, 1 1 : 

DRAW -2,0: DRAW 0,1: DRAW 2,0: 
NEXT N: DRAW Q 27* DRAW 13 o - P 






DRAW 14,0 
361 IF At (LEVEL, PT i = "4 M AND NO I 
DX THEM PLOT 60,40: CRAW 0,30* 
DRAW -1,0: DRAW 0,-30: DRAW -12 
,0: DRAW 0,30: DRAW 1,0: DRAW Q, 
-70s DRAW 0,2: DRAW 12, O: DRAW 0 
,1: DRAW -12, <J: FCJR N~l TO 2: DR 
AW 0,11: DRAW 12,0: DRAW 0,1: DR 
AW -12,0: NEXT N: DRAW 0,-27: DR 
AW 0,7: DRAW 20,0: DRAW -7,-7: D 
RAW -14,0 

865 IF A*<LEVEL.,F'T?W "2" THEN 
GO TO 704 

870 IF A*<LEVEL,PT2+DY16+DX) "2 
•' THEN PLOT 107,58: DRAW --3^,0: 
DRAW 0,60: DRAW T.0,0: If A* (LEV 
EL, PDS+DX16-DY) 1" THEN PLOT 1 
B7,5B: DRAW 20,0s DRAW 0,60! DRA 
W -20,0 

8BO IF A* (LEVEL, PT2+DY16+DX J ="0 
" THEN PLOT 172, SS; DRAW 0,45: 
DRAW 15,0: PLOT 170,77: DRAW 1,1 
i DRAW -1,1s DRAW -1,-1 i DRAW 1, 
-1: IF A*<LEVEL,P0S+DX16-DY J -■"l" 

THEN PLOT 202,58: DRAW 0,45; D 
RAW -15,i"' 

£385 IF A* {LEOEL, PT2— DY16-DX ) ■! "2 
" THEN GO TO 904 

090 IF At (LEVEL, PT2J ; "4" AND A* 
(LEVEL, FT2i ■: "B" THEN PLOT 182,4 
O : DRAW 0,12: DRAW 20 , 0 : DRAW 0 , 

12: DRAW -20, O; DRAW 0,12: DRAW 

4,4: DRAW 12, Oi DRAW 4,-4: DRAW 

-11,0! DRAW 0,-3; DRAW 3,0: DRA 
W 0,3 

£395 IF A* (LEVEL, RT23 ="A" THEN 
DRAW 7,0: DRAW 0,6: INVERSE li D 
RAW -1B,0: DRAW 1B,0; INVERSE 0: 

DRAW 0,-1; DRAW 0,5: DRAW -10,0 
: DRAW 0,-9: DRAW 3,3; DRAW 0,3! 

DRAW -3,3! DRAW 3,-3: DRAW 12,0 
: DRAW 3,3: DRAW "3,-3: DRAW 0, - 
Z 

B96 TF A*<LEVEI_,PT2) .>"C" AND A* 
( LEVEL. T PT2 ) M F " THEN PLOT 1B0,3 
P: DRAW 0,2; DRAW -4,4; DRAW 0,1 
: DRAW 31,0: DRAW 0,-7: DRAW -27 
,0: PLOT 203,46; DRAW 0,2: DRAW 
-2,2: DRAW 6,0: FOR N=-5 TO O: P 
LOT 207,51: DRAW 0, APS N#2: DRAW 

N*2, 0, (PI+ABS N/180) *-E>fiN N: NE 
XT N 

B97 JF A*(LEVEL,PT2>»"B" THEN 
PLOT 197,30: DRAW -20,20; FDR N= 

0 TO lO STEP 2: DRAW 30»N*2,O: D 
RAW 0,N*2-20: DRAW -8,0) DRAW N* 
2-lS, ]8-N*2: NEXT N 

1390 IF At (LEVEL, PT2) ="C" THEN 
PLDT 207,50 J DRAW -20,0: DRAW 20 
,-20: DRAW 8,0 

099 IF A* (LEVEL , PT2) ="4" AND NO 
f DX THEN PLOT 194,40: DRAW 0,3 

01 DRAW 1,0: DRAW 0,-30: DRAW 12 
,0: DRAW 0,30: DRAW -1,0: DRAW O 
,-30: DRAW 6,2: DRAW -12,0: DRAW 

0,1: DRAW 12,0: FOR N= 1 Tn 3: D 
RAW o.lif DRAW -12,0: DRAW O, 1 : 
DRAW 12,0: NEXT Hi DRAW 0,-27: D 
RAW 0,7: DRAW -28,0: DRAW 7,-7; 
DRAW 14,0 

WO IF At tLEOEL , PT2J = H 4" AND DX 

I HEN PLOT 202,40; DRAW 0,30: D 
RAW -1,0: DRAW 0,-30i DRAW -3,0: 

DRAW O,30: DRAW 1,0: DRAW 0,-30 
: DRAW 0,2: DRAW 2,0: DRAW 0,1: 
DRAW -2,0: FOR N'l TO 2: DRAW 0, 
11: DRAW 2,0: DRAW 0,1a DRAW -2, 



O: NEXT N: DRAW 0,~27s DRAW -13, 
O: DRAW -7,7: DRAW 2B,0; DRAW 0, 
-7: DRAW -14,0 

904 IF At <LEVEL,P0S)= ,, 3" AND ND 
T DX THEN PLOT Hi, 8: DRAW 0,16 
Ol DRAW 2,0: DRAW 0,-160: DRAW 2 
0,0; DRAW 0,160: DRAW -2,0; DRAW 

0,-160: DRAW 0,13: FOR M= 1 TO 7 
s DRAW -18,0: DRAW 0,2: DRAW 10, 
DRAW .:.>,L9: NEXT N; DRAW 27,0: 

DRAW -10,-10: DRAW -50,0: DRAW 
-JO, 10 

905 TF At (LE^EL, P00i="3" AND DX 
THEN PLOT 127,168: DRAW 0,-160 

: DRAW 2,0: DRAW 0,160: DRAW 34, 
O : DRAW -10,-10! DRAW -50 , 0 : DRA 
W -10,10 

910 IF At (LEVEL ,P0S + DY16 + DX) ="3 
" AND NOT DX THEN PLOT 120,43: 
DRAW 0,93: DRAW 1,0: DRAW 0,-93 6 

DRAW 0,9: DRAW 12, O: DRAW 0,-9: 

□RAW o,93: DRAW -1,0: DRAW O, -9 
3! DRAW 0,9: FOR N= 1 TO 7: DRAW 
-12,0: DRAW 0,1: DRAW 12, O; DRAW 

c.Ml: NFXT N: DRAW 17,0; DRAW - 
7, 7 : |;h-AW -30,n : PR Aw 7,7: DRA 
W 40,0 

915 IF A*<LEVEL,F0S+DY16+DX>="3 
" AND DX THEN PLOT 127, 136; DRA 
W O, -93: DRAW 1,0s DRAW 0,93: DR 
AW 21,0: DRAW -7,-7: DRAW -30,0s 

DRAW "7,7: DRAW 40,0 

920 IF A*(LEVEL,P05)="4" AND NO 
T DX THEN FLO 7 116,R: DRAW 0,60 
s DRAW 2,0: DRAW 0,-60s DRAW 20, 
0: DRAW 0,60: DRAW -2,0: DRAW 0, 
-60: DRAW 0,4: DRAW -1B,0: DRAW 
0*2* DRAW 1B,0: FOR N=l TO 2: DR 
AW 0,19: DRAW -13,0: DRAW 0,2: D 
RAW 18,0: NEXT N: DRAW 0,-48: DR 
AW 27, O: DRAW -10,10: DRAW -50,0 
I DRAW -lO, -10 

925 IF At (LEVEL, POS) ="4" AND DX 

THEN PL01 127, ft; DRAW 0,60s DR 
AW 2,0! DRAW 0,-60: DRAW 34,0: D 
HAW -10,10: DRAW -50,0: DRAW -10 
, -10 

930 IF At (LEVEL, FOS+D Y16+D X ) == " 4 
" AND NOT DX THEN PLOT 120,40: 
DRAW 0,30s DRAW 1,0: DRAW 0,-30; 

DRAW 12,0; DRAW 0,30t DRAW -1,0 
: DRAW 0,-3O: DRAW 0,2; DRAW -12 
1 13 : DRAW 0 , 1 : DRAW 12,0; FflR N = 1 

TO ?: DRAW 0,11: DRAW -12,0: DR 
AW 0,1: DRAW 12,0: NEXT Nl DRAW 
0,-27: DRAW 17,0: DRAW -7,7: DRA 
W -30,0: DRAW -7,-7: Dl-OW 40,0 

932 IF At (LEVEL,R0S + DV16-t-DX>="4 
n AND DX THEN PLOT 127,40: DRAW 

0,30! DRAW 1,0: DRAW 0,-30: DRA 
W 21,0: DRAW -7,7: DRAW -30,0: D 
KAW -7,-7: DRAW 40,0 

933 I F At ( LEVEL , PQS + DY 1 6+DX > = " B 
" THEN PLOT 02,30: DRAW 20,20; 
FOR N=u TO 10 STEP 2: DRAW 50-N, 
Ol DRAW 20--N*2, N*2-2C; DRAW N*5~ 
07, O; DRAW 18-N#2, 1B-N#2: NEXT N 

934 t F At (LEVEL , POS+D Y16+DX > ="C 
" THEN PLDT 82,30: DRAW 20,20: 
DRAW ^1,0: DRAW 20,-20: DRAW -89 
,0s DRAW 20,20 

^36 IF At (LEVEL, P0S+DY16+DX) >"4 
" AND At (LEVEL, P0S+DY16+DX) -""S" 
THEN PLOT 118, 4t>: DRAW 0,12: DR 
AW 20,0: DRAW 0, -12: DRAW -20,0: 
DRAW 0,12; DRAW 4.4: PR AW 1:2,01 
DRAW 4,-4: DRAW -11,0: DRAW 0,- 








continued ► 



□ 









: DRAW S, 0: DRAW O, 3 

11? IF A* (LEVEL, PCif? + 0Vl6i-DX ) = "A 
" THEN DRAW 7,0: DRAW 0,6: JNVE 
RfiF 1: DRAW -18,0: DRAW 18, O: IN 
VERSE Os DRAW 0,-1: DRAW 0,5j DP 
AW -18,04 DRAW £j ? -9a DRAW D 
RAW 0,3: DRAW -3,3: DRAW 3|-3l D 
nm 12,0: DRAW 3,3: DRAW -3,--?; 
DRAW 0,-3 

93G IF A* < LEVEL , POS ) " 4 IJ AND A* 
il EVEL* PDS> , THEN INVERSE 1: 

FDR N^28 TO 30 STEP 2: PLOT 108 
,N: DRAW 40 ,0: NEXT N: I- OR N«0 I 
C'J 8 STEP 2: PLOT 10G+N,32+Ns DRA 
W 40-N*2,O: NEXT N: [N VERSE 0: P 
LOT 108 , »: DRAW 0,24: DRAW 40,0: 

DRAW 0, 24: DRAW -40,0: DRAW 0, 
24: DRAW n.EU DRAW ^4,0: DRAW H T 
--B: DRAW -22, O: DRAW 0,--6: DRAW 
&,Qj PR AW 0,6 

939 IF At (LEVEL, FOB) —"A" THEN 
INVERSE 1: PLOT 109,34: FOR N=4 
TO 9:: DRAW 30,0: DRAW o,l ; DRAW 

-38,0s DRAW 0,1: NEXT N : INVERG 
E Os PLOT 147,32: DRAW 0,20: DRA 
W -3Q,0: DRAW 0, 19: DRAW 7,7: D 
RAW 0,3-: DRAW -7,7: DRAW 7, 7: D 
RAW 24, Os DRAW 7,7: PRAW -7,-7: 

draw 0,-5: draw 7,-7: draw -7,7* 
draw -24,0 

*?S5 IF A*< LEVEL, POS) ="F" THEN 
RRINT A I 2o, 9; 11 
* 

765 E#S rt*U-EVE:l , POD ) ••"C M f HEN 
PLOT 71,8: DRAW G,fl: DRAW 96,0: 
DRAW S,-S 

975 TF A* (LEVEL, POS) — "P" OR A* ( 
I EVEL, PQ5J --"E" THEN FUJI B7*& 
DRAW 0,3: DRAW DRAW O, 2 J D 

RAW 97, ri: DRAW 0,-2: DRAW -6,-6: 

DRAW PLOT 120,19: DRAW 

4: DRAW -3,3: DRAW 22, o ; PRAW 
,-3: DRAW 0,--4: FOR N=-fJ TD 5; P 
LOT 12*3,26: DRAW 0,ABS Nn-4: DRAW 

N*4 , O , i p i . t ABJ5 ht / 1 SO > * -SON N : NE 
XT N 

9B0 IF A*tLEVEl . , POS+PY ) ^"D 
" OR A* (LEVEL, PGS+DY 16+f>>; > ="E" T 
HEN PLOT 100,38: DRAW u, 2s [.'RAW 
-4,4: DRAW ci, 1 : DRAW *)2,0: DFiAW 
',-1: DRAW -4,- 4: DRAW -?: PR 
AW -34, O; PLOT 124,46: DRAW 0,2: 

DRAW -2,2: DRAW 12, O; DRAW -2, 
2: DRAW 0 s -2t FDR N=-3 TO 5; PLD 
T 128,51: DRAW o,APS rl*2: DRAW N 
*2,0, (FI+AHS N/ luO> *-&GN Nl NEXT 

N 

9fl2 IE At (LEVEL, FCSJ -"B" AND A'f- 
(LEVEL, P0S+DY16+DX ) <: " 1 " THEN F 
OR N*47 TO 171 STEP 124: F'LDT N, 
fi: PRAW 0,160: PRAW 36, H: DRAW 0 
,-160: DRAW -36, Oi POP 0=1 TO 2: 

DRAW 6,0: DRAW O f J 60 ; PRAW 6, ©ri 

DRAW ■>,- IdO: NEXT 0: PRAW 6,0: 
DRAW u,160: DRAW 6,0: FOR 0=0 TO 

52 STEP 52: DRAW o, -Q ; FOR x=0 
TD 18 STEP 6: DRAW <,A*?: DRAW 
-18, 54: DRAW K-18.54-X*3: DRAW 
$ > K*3 : DRAW 1 8 , -54 : DRAW 1 0 X , 54 
x-*3: DRAW 0 , ■• 1 8* t X < 1 8 ) : NEXT tii 

NEXT 0: NEXT N 

983 IF A* (LEVEL , POS > ="6" AND A* 
< I r: VEL , PDS+DY1 6+DX I - " 1 11 T HEN PI 
OT 1 28 , 62 : DRAW 0 , -54 : DRAW 1 , © : 

DRAW 0,160: DRAW -1,0: DRAW 0,- 
54: DRAW 0,54: PRAW l.us DRAW 0 
,-1h'i: r 'i -: m W 0-/6: DRAW -2.0: PRA 



DRAW 3,0: DRAW O,-; 



DRAW 



9B4 IF A* f t rVEL , EOS 4-DY 1 6-i-DX ) - "S 
" THEN FOR N=7& Tfl 152 I^TL-'P" M: 
PLOT N^ 3*?B DRAW u.98: DRAW 24 , 0 
: DRAW 0, -98: DRAW -24, r»: L'ljl. 0 
1 TO 2: DRAW 4,0: DHAW <:',TO: DF"A 
W 4v$i DRAW a, --93; WE XT Os DRAW 
4,i.': DRAW <i,98: DRAW 4,0; FOI- O 

0 TD 26 STEP 26: DRAW 0. -Q= FOR 
*=0 TR 12 GTI.I 4: DRAW t . • - '■: 0 
RAW -12,-36} DRAW X- 12, 36-a* 5: D 
RAW y ,.:•:■: DRAW 12, DRAW I ..■ 
K, 36-.X*:.i: PRAW O, - 1 2* ( X 1 2 1 : NlEX 

1 *: NEXT Q: NE X T N 
9 8 L J i IF A4 d. EVEL , F'G5 + P V 1 6 +■ D X 1 - 1 F 

" THEN FOR N-78 TO 128 il I LP 

PLOT N,39: DRAW 0,98: DRAW 4B,0 
: DRAW 0,-98: DRAW -48,0: FOR D= 
1 10 2: DRAW 8,0: DRAW 0,98: DRA 
W 8,0e DRAW 0,-98: NEXT 0: DRAW 
8,0? DRAW 0,98: DRAW 9,0: FOR Q= 
O TD 50 STEP 50: DRAW.. FOR 
X-n TH ^4 iSTEP B: DRAW X , X : DRA 
W -24,-24: DRAW )f-24,24-X: PRAW 

DRAW 24,-24: DRAW 24-X,?4-K 
: DRAW O, -B*CX<Z4J : NEXT X: NEXT 

O: NEXT N: F'RINT AT Ii\iSf » 
"(AT 12,1S:" " 

936 IF A*(LEVEL,POS>= ,, H ,, OR A* ( 
LEVEL, PDH ) —" I 11 THEN PLOT 1 19, 2B 
: DRAW INVERSE I^IS^j: PLOT 113 
,8; DRAW 0,6: DRAW 30,0: PRAW 0, 
-6: DRAW O t ^ : DRAW -6,0: FOR N=l 
TO 3: DRAW 0,43: DRAW -3,0: DRA 
W 0,-4-5: DRAW -3,0: NEXT N: DRAW 
0j43« DRAW -2,0: DRAW 22, O: DRA 
W 0,6: DRAW -22, O: DRAW 0,-6: IF 
A* (L FVFL , POS) = " I " THEN PPT NT A 
T 1 2, 16: " "s AT 13, 14i " 

9B7 IP At (LEVEL, F'OS + DY 1 6 + DX 5 = "H 
" OR A* (LEVEL , POS + DY 1 6 + DX J = 11 1 " T 
HEN PLOT 122,59: DRAW INVERSE 
1 J 12,0: PLOT J38,3Bi DRAW -20, o s 
DRAW 0,4: DRAW 20,0: DRAW 0,-4: 
DRAW 0,4: DRAW 4,0: FOP N=l TO 
3: DRAW 0,25: PRAW -2,0: DRAW O 
,-25: DRAW -2,0: NEXT Nr DRAW 0, 
25: DRAW -l,n : DRAW l4,U: DRAW n 
,4: DRAW -14,0: DRAW 0,-4: IF A* 
(LEVEL T POS-tDVl 6+DX )=" I " THEN F'R 
INT AT 12,15;" 

990 INPUT INfc'EY*; PRINT #0;AT O 
,0; "'■fcirward Turn Left Turn 
Right Report Incant Spell Use It 
em Mtfke Camp"i<" Cl-i mb Ladder 
" AND A*tLEVEL t POSi >»2 n AND A4(L 
EVEL, POS) -. '"5" ) ; ( " Enter Door" AN 
D A*<LEVEL , PDS^DY16+DX)="0" ) i " 
Opt?n Thest •' AND A* ( L.EVEL , POS > "4 
" AND A* (LEVEL, POS J ■ M B" ) ; ( " Drin 
L 1,1 AND A t ( I FVFL , PQS ) " C 11 AND At < 
LEVEL, PDEO ■: "P" J ; ; RETURN 
lOoO GO 5UD 8000: GO TO lOlS 
M*i# ED BlfEt 6LJ00: GO TD 1020 
1015 GO SUB 600 

lCt20 POKE 23658,3: IF CAMP THEN 

GO SUB 1100; (30 TO 1015 
1030 IF A* < LEVEL, POS > I" THEN 

oo yup i 300 

1040 GO SUfc. 1450 

l'fln m ID 1020 

10<J9 REM FANF : -FD Option*; 

UO0 CLS : PRINT AT 0,0; "OPTIONS 




|7 




HQS PRINT AT 7,0;0*;AT U',3;"N; 
o^e? " 

11IO PRINT AT 12, S; "R> tfpurf ' 

tijjjj print at 14, 0; rtem" 

M14 PR TNT AT 1 6, Si " I ? nc ant Spel 
I !l 

1 14^. PRINT AT IB, "Slave PosiU 
on" 

1150 IF INKEY* : : "M" AND |NREV*X ■ 
"S" AND IWkevt<>"R H AND INKEYtO- 
"U" AND INK!EY*v I " THEN GO TO 
1 150 

1160 I F ] NI?.fcY*~"M H THEN L ET CAM 
P=0i 60 SUB 1400: RETURN 
I I ;,, rF T Nt- F Y + " F ; : "' THFN OP SUE* 
1300: GO TO 1100 

1180 IP INL'EY*^" I J ' THEM GO SUB 

500: Gf1 SUB 3O00; FOR q=l TO lOO 

: NEXT q: GQ ID 1100 

1105 TF INKEY*" L, IJ" THEN On SUB 

SOu: GO SUB 350O: FOR q=l TO 100 

: NEXT q: □□ TO 1 1 00 

I I q o TF INKEY*- "S" THEN ELS : P 

kINT "Ready tape, then prESE any 

key": PAUSE 4E4: SAVE "t 1*1 1 yron" 

l infj toiOfl beep iv¥s return 

1299 REM Combat 

' SQ® IP A* (LEVEL, PL1S> "J" I HEN 
RETURN 

1301 LET T5=CDDE A* (LEVEL , POS) ~7 
3 s LET ftC-NCI»tS>: LET DAM^M<2,T 

s> 

1305 IF V$<Z. OR T5=6 THEN LET M 
1==?: GO TO t309 

I KW. IF T'S=S THEN L.ET Ml -3: GO 

TG 1309 

I $3 LET Mt-1 

1309 Dili D ( M 1 ) : DIM M*iMl.l6> 
LSiiO IF Ml ■ fllEN RETURN 

i l i n iNn-rrjT <rnd*-2) ; dim u 

iM1>: pqjH N=l TO Ml: LET M*TN)^B 
*(T5--(M 1 AND Tg&efi > I I ET LKNj-l 
OO; NE.tfT N 

L317 GO SUB 1322; IF IN IT THEN 
HO SUP 1 360l IP Ml AND L* > ,l R" T 
Ht.N $0 -.ill B nooj.) 

I31S IF NOT I NIT THEN GD SUB 20 
CM : 60 SUB 1360 

1319 IF M1=0 THEN LET PRO=Oi LE 
T A1=INT (RND+M<3,T5U : SO SUB 4 
010: GO TO 600 

IP L.*""R" THEN LET MJ=0; R 

ETURN 

n?) P>0 TD 1317 

1323 CL.S ; PRINT A f 6,0;" 

": PR IN 

T AT 7.l-;0* 

1 PRINT AT 9* 6; " VOU ARE A T I j-.i. 

^ ED BY : " 

PRINT AT 10,6; "iM*U> 
1335 IF HI >1 THEN PRINT AT 12,6 
:"F> ";M*(2J 

I J T'' 1 TF ML 2 THEN PRINT AT 14,6 
| PRINT AT l5,o s " 



' -V:. RF TURN 

*3<rO REM Fight or Run 

I lb I TF A* U.GVEL, F'OS) ="7" THEN 

LET L*="F"; GO TO 1385 

1 '■ <?. GO SUB 550 



1370 PRINT AT 1 9 T 1 Oj "F ) i ght " 
I 375 PRINT AT 2 1 , 1 O ; " R Hm " 
1390 LET L*= INKEY*: IF L<K> "F** A 
ND L* < "R" THEN BO TG 1380 
l.?.aS T F L*=--="F" THFN F : DR N - 1 t'j TO 
21: PRINT AT N,0;0*: NEXT Ktx SO 
SUB 2500 

1390 IF L1=--"R" THEN PGR N»16 TO 
2l! ^RTNT AT N,0;D*: NEXT N: SO 
GUB 1900 

139? IP FLAG" I THEN LET FLAG"^: 
GO SUB 1300 

I 396 RETURN 

1 T ^ REN Move 

1400 15 G SUB 600 

1430 GO SUB 10G 

145? IF AS (LEVEL , PUS) ' "2" THEN 
RE 1 URN 

1455 LET ITr-INT (RND+200) M : IF 
T5 -4 OR < LEVELS AND FN A(FOS»-l 
> I HEN RETURN 

.1460 LET AC.^M<i., T5*B) s LET DAM=M 
' ;?, T5 + &I ) : IFF M1==I; IF T5;d THEN 
LET Ml =2: IF T3=4 THEN LET 11 1 

T 

14 70 LE T T5=TB-M3s HO SUB 1309 

1475 RETURN 

L4^9 RF N Rpport 

1500 CL5 ; PRINT AT 2 , 9 j " STATUS 
REPORT"; AT 4 T 0y" 



1520 FOR 0==1 TO -3: PRINT h 1 0*4 + 
4 , D : "Naiivo " ; M* ( Q ) J T AB 20 : " L . To 
v c-f^ " ; F (w ; "V, " "nJfv?.j)on " : 1"^* 1 ri 1 i I 
AB 24; "A/C i (Oi ' "Armour ";E£iU 
IF NOT Ftm THEN PRINT AT P* 
4+4,^0;" DECEASED 
LS30 NEXT D 
tS60 GO SUP 9555 
1570 GO SUB 500 

1500 RRINT AT FJ T 2; "SPELLS KNOWN 
i OTHER ~1 ^MS 11 

15S5 PRINT AT 9,0;; FOR N=l TO 6 

: PRINT TAP 1;N; M ";T*<NJ;TAB 1 

5; " ! ";P*<N) : NEXT N 

1S90 00 SUB 9555: SO SUB 500; RE 

TURN 

1S99 RF M Run 

1900 LET K= INT (RND*10>+1: IF X:3 
6 THEN PRINT AT 1B T 6;"Y0U CAN ' T 
ESCAPE" 3 LET L*=""s 00 SUB 9555 
: RFTLSRN 

1905 LET POS1=FOS+1NT <RND*ll-5) 
+ li*INT (RND#11"5>: LET D I R~ I NT 
(RND+4 + l)i IF POSl=FGS OF: PGSl-'l 

OR P0S1>256 THEN GO TO 1905 
1915 IF A* (LEVEL ,FOSl )<"2" OR At 
(LEVEL, P0S1 ) = M B" OR FN AIP08><>F 
N AO^OSl) THEN GO TO 1905 
1920 LET PD5-P0S1: GO SUB 600: L 
ET FLAG^l: RETURN 
2000 REM Monsters Attach 
2010 GQ SUB 550: FOR N= 1 TO Ml 
2012 IF D(N> THEN PRINT AT 17,0 
; "The 11 ; nut < 3 TO )'" sleeps on,., 
"s GO TD 2030 

2015 LET A1=INT K RNP* ( 3-PRO J + U : 

IF F<A1)*0 THEN GO TO 2015 
2020 LET Pi=INT {RND*20+D: IF AS 
-19-Z(A1J THEN LET DAM1=INT (RW 
l>*M <2, T5> + 1 ) : PRINT AT 17,0;N*(A 
DjAT IFJ^^'^has been hit": LET F 
(Al )=F (AH -DAMls IF FIA1X1 THEN 









9 continued 



55 



FT F<ft U =0: IF NOT F(l) AND NOT 
r<2) THEN LET PRO-0 
7025 IF A-M^-ZlAU THEN PR I NT A 
T 17,0; "The ";M*(N T 3 TO >- «h*s * 
i r >bed " ; N* ( A 1 ) 

203O FOR 0*1 TO i inn- NEXT 0: GO 
SUB 5S0i NEXT N 

205:2 IF F < S) *0 THEN GO TO 9600 
Z03S PRINT AT 20,1; "DO VOU WANT 
A STATUS REPORT"' 

■■04n If-" lNk£Y4-::>"Y" AND tNKEV*<> 
"N" THEN GO TO 2040 
2045 IE TNfcEY*-"N" THEN RETURN 
2Q3D 60 SUB 1500? TF WOT INIT TH 
m GO SUB 1323 
249*? RETURN 

. 500 REM Players Attack 

2505 FOR M=t TO 3; LET BtNJ-I* I 

F" W, >3 THEN GO TO 2515 

2513 GO SUB 550: PRINT AT 17,11; 

Mi i N ) : AT 19,6; »u)se an item"; at 

2p, 6; " 1 ) ntant * sfiol 1 " ; AT n , 6; " 

AJttr^k with weapons" 

LET *.»<■-. INkEY*! IF k*<>"A" A 
ND k* = :"I- AND K»< «U" THEN GO 

to gsii 

7512 IF k*^"I" THEN GO E.UB "Juoo 
: IF L*--"I" THEN GO TO 253$ 
2513 TF £i**U" THEN GO SUB 3S00 
: TF h*-"U" THEN GO TO £$$Q 
2^14 IF k*=="Z" THEN GO SUB 55<>> 
GO TO 2510 

IF F(N)=0 OR Ml = l THEN GO 
TO 2535 

2516 GO SUB 550; PRINT AT J7.JL; 
N*(NJ*AT 19,0; '-Which monster-'wil 

1 yuu fiqht^" 

. 52S LET l.*:=TNKEVt! IF K*v."A" OR 
K*>CHR* <Ml+64> THEN GO TO 252 

0 

2530 LET B(N>=*CGDE K*-64 
2535 NEXT N: 00 SUB 550 
-600 FOR N=l TIJ 3: IF F(N)-0 OR 
B (N) wO THEN GO TO 2620 
2602 TF U(B(N>)Nj THFN I FT A=IN 
T <RND*20«-3) ; IF A . =!<?- AC DR D(B 
'■N-? TMtN L.E.I Df.NI- TNI ,. PN[. * r. . > i 
)+1>: PRINT AT 17,0 5 N*<N> "'hit- 
the ";M*(B(N},3 m ) : LET U ( P ■: N > 
> »U (B<N) J -DAMJ ; IF U<B(N)Ki THE 
N PRINT AT 19,0;"ahd HlJ^ it »; 

LET U(B(N) ) =0* - GO TO 2615 
26 05 IF U(EKN>) AND ft 19 -AC AND 
NOT J>(BCN)> THEN PRINT AT 17,0; 
N*(N> "misses fht? "fM*(6f(Ni,3 TO 

) 

2615 FDR p-i TO 100: NE*T Q 
26Z0 GO SUB 550: NEXT N 
2625 LET Ll=Mlt FOR N= 1 TP. NT I I 
F UmtXi THEN LET M1-.M1-U LET 
LMNi :0; IF N<U1 THEN LET U(N>«L| 
{N+i>4 LET D(N)aDiN+-l j : I ET M* (N 
I aJ*T* <N+1 ) 

26SO NEXT N: IT NH AND A* < t FVE 
f , POS> "fi" THEN LET A*OLEVE[..,pn 
R)-"2 H ' : RETURN 
2-^40 RETURN 

■■'■•■o if not s Then so :;-,up v 

W*$J*T AT 19,0;»Vo.j d U n't havo'an 
v SpfcU*.! "i BEEP .75,4: DEER 1.5 
, -4: LET K4="Z": RETURN 
3O10 GO SUB 550: PRINT AT l«,ri;" 
Lntyr ^ppll iiommamd word 11 ; INPUT 
I TNE J*: FOR i -6 TO j STEP -i' : 

IF I*. ; |*.;l> THEN LET S=G-i : QQ 

! n :'.03O 



dun t know that sp^ll'"- r<EFF' ? 
-,4: BEEP l.5 T -l: LET k*-"7-; Rf 
TURN 

3'"C0 FOR 1^1 TO 5: LET T4 ( I) = T* ( 

: NEXT I: I L 1 T*<6j =="" 
3040 FOR r*| TO 8: IF V*(T^I* I 
HEM GO SUB 550: GO SUB 3(V?oh 
Ii FOR £M TO LQ0. 5 NE3r Or LET B 

(3>=0e return 

50J30 NEXT I 

SltfO PRINT A I 1 ,.,;"Wr,o do you w 

*«ll 1 c i4r^? w , t " l > '■ ; n* U j , ^' 1' , 

"iti%<,2t , , ><?.) ";N*r.3i 

310 1 LET NKE Y* : IF L. * : ' " 1 " OR 

'1- ' ■" THFN GQ TIJ Mm 

310"? GO SUB 550! I ET 1-VAL L*| I 
F F(DseO OR F(p«iOO THEN PfiTNT 
AT 19,0; "You $M»t hhH? apwt I but 
it heife nrief fert 1 RETURN 

H 03 LET f (i)^ti)+I NT < RNr>>50+ 1 

■ : IF 1 f i i inn 1 HFN L. FT f < i '• | ■ 
O 

3104 PRINT AT l7 r O;NJ(I! "Tpp1 5 
better . . . " : RFTURN 

3110 PRINT AT 17,0;".^ cast the 
sp#3:I.,,»j IF NOT Ml THEN RETU 

I "J 

3111 FUR I --1 TCi Ml : F-nR 0-1 J . "i i 
00: NEXT 0: GO SUB 550 : if tNT ( 
RNDM+l)^i ftND TS->2 AND T5' ■? AN 
D T5^>S ANI> T5vH THEN LET Dd) 
= 1: PRINT «T 1Q, <>$ ^Hfl ^^1,-3 
rO 1 "fjltr, Alilepp."; GO TO 3113 
.ll-' PRINT AT 10,0:"^*? "flHST£-i f 3 

TO ) "is i.in^f f pctt?d t " 
3113 NEXT It RETURN 
M20 IF NOT Ml OR T5 4, OR n 
R T5^G THEN PRINT rtf 19,r:i ; - ¥bu 
cast the sp B n but it has n PP ff e 
ft 1 " : RE I URN 

:.l? l LET Nl-Os PRINT AT 1 7 + O ; " I h 
0 enenty runs away'": RFTURN 
3130 IF NOT Ml THEM GO TO Stt& 
313 1 Tf- t ! 1 THFN | El I ' - n 

0 TO 3134 

3132 PRINT AT i? m 1 l;N*i. « A T 1Q, 
1 .'! "Afjai rn^if- which monst^f • 

3133 LET L^INkEV't: TF U«'W t3R 
L*>CUR* (M1+A4) THEN SG lO 3j ; 



' 1 *' SUB 5 r ;... : if -r . llhl , | g 

:. '■ : S AND TNT ( RN i}*4^ t> =^1 Tl IE N LE 
r atCODE Lt-t4)-0: PPTNT AT 17,0 
; " The h ;M*(CODE 1.4-64,3 TO | "di 
f'S. " : RETURN 

PRINT AT 17,0:- U-,r h . 

^ no nf f ect. "; RE 1 URN 
3140 TF F(| i i'jf.' f (2) T I (FI N | FT P 

! ■ I I 

M'H PRINT AT 17, .., "V„., , •, .. 
feppl 1 . . . " : RETURN 

3150 LET R2^S2--1- IF A* O EVEL. t PIT 
^nYlft+DX. c >"B" 1 HEN FT- Mil IP:;,, 

r lV H''':"ih F1 r.vr-w has no 'mf'tm I Ml 

: RETURN 

3151 mim #0r:M1 6».oj ih t . ^ „ 

nrter tjr i cj lJe?:ir1 , 

d 1 "; LET AtiLEVFL t po^+DY16i-DXJ=" 
C": RFTURN 

3160 LET S2-S2-1: If NOT Ml THFN 

GO TO 3165 
M6I IF Ml^l THEN LET L4 = "A": 0 
0 TO 3164 

3162 PRINT AT 1 7 , 1 1 ; m , J. , ■ A T ]9, 
0;"ftqainst which monster^ " 

3163 LET L4~ INk'EY* : IF [^"A 1 " OR 
L*,4JHR« .;M1+64J THEN 00 Tp 3t6 



3164 GO SUB 550: LET lUCODE t *-6 
4)=0: PRINT AT 1 7,0: "The -';Mt<ca 
DE L.*-64,3 TO ) "'dies.": RETURN 

3165 PRINT AT 17,0; "The spell ha 
^ nci effea ' ": RETURN 

3170 LET 52^32- 1: PRINT AT 17,0; 
"Th& fireball p 1 odes 1 " • FDR i> 
1 TO ,nis IF T5< 19 THEN I ET u U 
>=U{I)-INT CRND*100+n : IF U C I ) < 
=0 THEN FOR 0^1 TO 100; NEXT tSl 
GO SUB 550: LET UfDiQ: PRINT A 
T 17,0; "The ";M*U,3 T 0 > "'htes. 

3171 NEXT I: RETURN 

3500 DIM J*(HO RO SUB 55. ^ if 

NOT P THEN PRINT AT l^,n?"Vou d 

nn't have ciny items' M : BEEP 75 

4; BEEP 1.5 T -0 : L FT k*=--"Z": RFTU 

RN 

3510 PRINf AT 19, Or' Enter atom y 
C*M wish to use.": INPUT LINE J$ 
t EOR i=£> TO 1 STEP -1: if J*=P$ 
(I) AND J*-:. :-0*( TO 141 THEN I ET 
P=P- 1= LET P* 4 Ji="": GO TO 3530 
3520 NEXT t: Print AT 21,0; "You 
don ' t have eJT»# of t hose ■ " t BEEP 
-75,4: BEEP 1.5^-4: LET K*^"Z": 
RETURN 

TO 5; LET P* ( I > =p<fi f 

LET Rs^6) 
TO 5: IF h*<I)=J$ T 
SO; GO SUB 359n+io* 
400* NEXT O: LET B 



3530 FOR I=*I 
I+l>: NEXT I 

354i"i f np i-i 

HEN GO SUB ! 
I ; FOR l TO 
f3)=0i RETURN 
•550 NFXT T 

3600 PRINT AT 1 7 , O ; " Adnii n i at er p 
otlan to who itT % " , , ■' i j "*N*fl^ 

> ":N4-3.^,"T'. "jNtH-. 

3601 LET L * ■ - T N K F 'Y * ; IT IT " ] 11 PR 
Lt. "3" THEN GO TO "^01 

36H2 GO SUB 550: | ET I=VAL I *■ I 
F F(I)=0 OR FHJ-100 THEN F^RINT 
AT 19 t 0;"rt ha= no effect 1 ": hE 
fiiPM 

f (i ) -f <i > +50: IF f Li > ^ 
f { i > =■ 100 

17,0; Nf. ( j . "f t?t..»l s 
ETL1RN 

1 ?■ * 0: "TJit? vi al ej:p 
1=1 TO mis LET a(i) 
RNP-^SO-t-1 > j [F U(I)i>0 
Bp! TO iOO: NEXT O; G 



36uo l ET 
no THEN LFT 
3604 PRINT ni 
bet tef . . . " ; fi 

3610 PRINT AT 
1 nde«i ! " : FOR 

( I > —INT 

THEN FOR 

0 SUP 550: LET LMD-Qj PRltVT AT 

17,0; "The " ; M* fi , 3 TO J-'dles." 

3611 NEXT U RETLJRN 

3620 IF NOT GAMP OR s=6 THEN PR 
INT AT 17, O; "Ydu can't use it at 

present.."- LET P*(P+l)«H*(3)s L 
ET P-P-+1: RETURN 

3621 LET TQ=INT fRND*-a+l> : | E T t 
*fs+l)« y *ttB» : PRINT AT fc7;,-#i»tb 
e^pfetl on the scroll is" tS> 

'"The cnmmanrl word far this spe 
11 is ";t$(!+l): LET s = s-<-l: IF t 
B>5 THEN LET «2=s2+l 

3622 RETURN 

3630 LET P#fPi 1 ! = H * (4) : LET P =P^ 

1 

3631 IF A*<LEVEL f POS+DVIG+DXJ'- " 
P" AND A* (LFyEL,P0S + DYl6-HDXJ - >"E 
" THEN PRINT AT 17,0-' You can l 

use it at present.": RETURN 

3632 PRINT *u ; AT 0,0; "The key f* 
ts the lock'": IF A* (LEVEL, FD5+D 
Y16+DXi="F" THEN LET A* (LEVEL P 
05 + DY16-»Dn^"G l, ! RETURN 




3633 LET ft* (LEVEL , FOS+PYt 6 + DX ) 
F"s RETURN 

3640 IF" At < LEVEL, P05> . . H H " THEN 
PRINT AT 17,0; "You can't u=e it 
at present."; I FT PF + lt LET R* 

if=i=Htf5): RETURN 

3641 LET At < LEVEL, POFi) = "I": FFTN 
r AT 17,0? "You place the «fft*{5) 
'*m the ppdpstal. LET FLAG2=F 
LAR2+1! RETURN 

54S0 PRINT AT 17,0; " You can't lib 
e it at present."; LET F J =F+1: LE 
T Pt(P)=Hlli) ! RETURN 
4000 IF At ''LEVEL, PUS) ^-"S" THEN 

LET A$tLEVEL ,FOS) =C:HP* I NT <RND 
#3+55 > 

4003 LET A1=CUDE At { LEVEL , POS> -5 
5: GO TO 4011 

4010 IF A1=0 GR Ai;>6 THEN RETURN 
401J IF Ai=-1 THEN GO TO 4500 
*012 INPUT I NKEY* : PRINT #0;AT O 
,0f?YOu have found a ";h*<AlH> 

4020 PRINT *KH "Do you wish tn te 
tr B it^" 

4021 LET it^INKEY*: IF itO"Y"' A 
ND t*0"N" THEN DO TO 4021 

4022 IF i*a"N" THEN RETURN 
INPUT INKEYSi TF p=6 THEN 

PWNT #6iAT 0,0; "You can't carry 
any mare!": FOR GJwi TD 100: NFX 
T P: RETURN 

■K'411 I FT Ft (R+ t > =H* ( A 1 + 1 > t LET P 
^P+t: IF A 1=5 THEN LET Fi AG:5=1 
WfQ IF At < LEVEL, POS> .; Jk 4" AND At 
('_EVEL,PGSM:"A" THEN I. FT At (LEV 
EL.pusJ = "A" 
40a<i RETURN 

4SO0 INPUT ENKEYt: PRINT #0;AT O 
i": "The chest explodes in your f 
Aceses soon as you try to open i 
■. ": LET at ( level , pos) = "2" I FDR 
TO 3: LET f (ri> - f tn) -TNT tRND 
IF f(n>-=0 THEN LET f tn 
i"0: FDR q=l TO lOO: NEKT qr INF 
UT INKEYt: PRINT HO? AT 0,0?nt<ri> 
dies. "j: TF N = 3 THEN GO TO 96 

00 

4510 NE XT n: FOR Q-l TO 100: HEX 
t Ql RETURN 

SOOO INPUT INLEYS: IF A* < LEVEL, P 
fl£)="E" THEN GO TO 5100 
50 10 PRINT #o ; AT 0,0; "Who will d 
nn^","l> » ;N*(1J , , "2> ";N*(2), 
,"3) ";N*(3) 

LET L*=lNK.EVt : IF Lt<-"1 N OR 

L*>"3* THEN TO 5020 

9023 INPUT INKEVt: LET I=VAl. I t 
5027 LET A* (LEVEL , POS > ^ " E " 
5030 IF F(I)=0 OR F ( I. >=100 THEN 

SO TQ 5100 
S04O LET f ( i ) -100 

5045 PRINT BO; AT O, O; Nt ( I J ' "f eel 
s better. . . " : RETURN 
5100 INPUT INKEVt: PR TNT AT 0 

,0;*The water i^ very refreshing 
1 ": RETURN 

WOO RESTORE BO*?4: FOR n = n Tn 1 T - 
5: READ X: POKE USR % 1| +n,^: NEX 
T n: RETURN 
7<J99 REM Set up 

8000 DIM 8(3) i LET PREMOl LET o* 

": POKE 23650, G 
Q015 DIM FCJ-J: FOR N=l TO 3s LET 

F(N)MU0: NEXT N 
43025 DEN D*(3,14>: DIM E*(3,14> 



LET F=4 

00 3.5 DATA "HEALING PUT J ON" , "V IrtL 
OF FIRE" , "SCROLL 11 , "KEY" , "'STATUE 

T TE " , " r: r t S r At BELL" 

9040 DIM H*(6,14)i FOR N-=l TO hi 
READ H4(N>: IF N .' THEN LET F* 

<N+2 n -H* (N> : LET Pt (N*2) 'H I 

9045 NEXT N: D I M G ( :. ) 

0050 LET S2=ls LET RESTORE 

805$; PTM Xt(8,l4>S E' f M Yt t FJ , 4 J : 
FOR N-=l TO 0: READ X* (N ) , Y* ( N > : 
IF N<7 THEN LET Tt ' N > - Y t f N > 

£JOSS DA TA " Heal " , M SO'TH " , "Slea^:" f ■ 

"TSUD" , "Fear", "GERT'\ "Stum". -'I FT, 

G" , "Protect ion " , "SHEE " . "Di is pel M 

agiti", " KE AR " , " Ki 11"," MORT " , "Liqh 

tni ng Bal 1 " , " DDOM M 

BOS6 NEXT N 

B070 DIM Mt3 T l21n FOR X=l TO 3: 
FOR TO 12: READ M<X,N): NE^T 

M: NEXT X 
B075 DATA 7,7,5,3,2^,5,5,2,4,4, 
4,20, 20,30/35,50,50, 100, 100, 110, 
40, 35 , 30, 0 ,0,3,3,3,3, 0 , 0 1 3, 0 , 0 , O 
S0B2 LET LEVEL ^ 1 i LET DIR^l: LET 

POS=153; LET CAMP-0 
BOB3 DATA "A Skeleton" , "A Zombie 
","A Wight", "A Spectre", "A Wrait 
h M ,"A Wraith","A Gargoyle"," GR 
EKH the EVIL" 

DOA4 DATA " A Palrog","A Ghoul"," 
A Ghoul "' , "A Ghoul " 

S0B5 DIM B*U2,16J: FDR N = l TO 1 
2i READ B* <N) : NEXT N 
S0B6 LET E*t3>=»" Heavy Cloak": LE 
1 E*l2>="Pl*tF Mail": LET E*(l>-" 
E4 ( 2J 

FH088 DIM Z<3>: LET Z<3)=9i LET I 
(21=2: LET Z(1J=2 

9090 LET D*<35="Daqqer": LET Dt ( 
2) ="2 Handed S*ord"s LET D*<1)=D 
*(2J 

8092 LET B<3)-20: LET E (21 =150: 
LET G(l)=150 

G094 DATA 0 , 1 i , 32 , 1 26 , 32 f 1 i , n , ."i t 
0,8, 4, 126, 4,8,0,0, 1,3, 12,25,51 
, 102 , 255 , 255, 255 , O, O, 255, 255 ,0,2 
55, 120, 192,96,48, 152,204, 102, 255 
, 2, 7, 10, 10, 10,31,31 ,30, 123, 192, 1 
60 , IhO , 1 60 , 240 , 240 , 240 , 20 , 30 , 30 , 
31,2,2,2,2, 112, 240,240,240, 128 j j 
20, 128, 128,0,0,73, 127, 127,51 , i, 1 
0,248, 4, 244,252*248,248,40,80,0, 
0,0,0, 128, 127,0, 0, 0,0,0,0,0,0, 12 
8, J 2B, 2, 3,2,3, 1,0,0,0, 16,255,223 
, 255 , 227 ,197,9,17, 252 , 255 , 255 , 25 
5, 255, 9,9, 18, 12B, 128, 0, 0, O, O, O, 0 
8095 GO SUb 6000: PAPER 0: INK 7 
S098 LET FLAG=Os LET FLAG2=0 : LE 
T FLAG3=0:i LET Kl-0 
80^ REM Instructions 
8100 BORDER Oi CLS ; FRINT AT 1, 
S; "INSTRUCTIONS" 

0200 F'RINT "You are- to become th 
f? Tallyran Court Wizard, from t 
he story, in search of th*? mag 
ic crystal bell that threatens 
the k l nqcf am- " 

E?220 PRINT "As d wizard, you are 

not allQwptJto wear much armour 
or Cfirry large weapons, but y 

□u will be able to find and use 
magi c. ! " 

8230 PRINT "The game is menu riri 
ven and it 15 only necessary to 

read the **crt>en prompts rriref 





5/ 




03Q# PRINT "When ti*mpi=d, you ta&y 
&*V* your position. When fcftis 

n^kihg it unnf?ce3*5iry tp Inaii 
the Df iginaJvprsiDii bef prehand. " 
QB70 PRINT AT 21,0! "AMV KEY TO S 
TART" 

fdBBO IF 1 NK f.Y* - " " THEN BO TP OH 

SO 

HF?90 IF tNI'FV^"¥" THEN GO TD 9 
1 00 

R895 PRINT AT 20, Oi 
H900 DIM N*<3, tO>* 



l"J* ; AT 
1NPI I T 



21 , <>; D* 
AT 0,0; 



"Enter your c:h^r act e?r 5. name 1 " I 1 
NE nt^ji 

6965 PRINT AT 20,6;N*<3) 

B9 7G PRJNT Af 2 1, ft; '"IS THIS CORK 

ecT^ ,f 

©975 IF I NkEY*< >"■*!" AND • 
"V" THEM GO TO G975 
E39flO IF INKEV*-^"N" fHFN PRINT A 
T 20, o : ,:,t.; Qt: GO TO 9900 
G982 LET N*(I>-"k:aRL ,, : LET N*t2J 
-- " MRRC " 
099& CLS 



3999 RETURN 
?S$4 REM Press ENTER 
95S5 PRINT AT 2 1 , 3 ; "PRESS < ENTER 
> TP CDNT INUE ** 

95tV0 IF INKEYfc: >r.lfRi 11 THEN 
TO 9555 

95615 PRINT A f ^1,0:0*: RETURN 
9600 REM l.ose 

9605 CLS : PRINT AT 9,ll ; N*<3>: 
PRINT "COURT UltZARD OF TAL.LYRON 
'"YOU DIED WITHOUT COUPLET I NR ' 
01 IRPUES T 1 " : STOP 




5 Ci .55 - print pr !,;., 7, h ASH 
if 1 SETT I MR IJf* DATA ": FLAF3H O 

IO D]n A* 15, 25*,:. : rvECTWWJ 

20 FOR X-i TQ 5, _£T A« f * , TO 
li'^-'llllinjlllll H-: LET rt*, :x 
,741 TD l=A»(X t TLj tfftt NEXT » 

"30 FOft K-J7 TO 240J JVETftn p* : F 
□R i -1 TO 5* LET ftt( v, K }*&f CVH 
NE.HT f: N€XT K 

7-5 r;L5 

40 5 AVE ■ -MAP- DATA fit ( 1 
50 PRIM' • ' "REWIND TAPE AND 
F-LAV BAH F'QR VERIFICATION" 
60 VERIFY "W" DATA A* CI 
70 PRIM? -"VERIFICATION 0*1 * m 

1 chi "L]in"."5:<Th", 7722-' 

'. "22225" 
110 DATA. "20r 27", "7/Z122"V'i::2lZ 

'S7i r.z- 

120 data -22225-', f - 11227 

" , "11222" 

1T.O DATA ■■ 12272", 1 A ZL 2", ' ] 1 1 L 5 
" . " 1 1 t 1 1 " 

HO DATA " L C 111", "1D21M'-, -1 JPL | 

ISO DATA 
" , "21 121 ■ 

140 PAtA "J2Hl",":O00t"."lMlM 
","11111"' 
170 JtA * A 'J i 11 l " , " | b 2 1 M " + " 1 ; I I ] 

- , " 1 1 1 1 1 ■■ 

1W DATA '-Ullt"."2Ki;2","2212^ 
H **25lL2- 



' I I .'11",''] I L ;.'M ","11211 



190 DATA 

"+"11 121 " 
200 DATA 
" + 5 2 1 I 1 " 
ZIO DATA 
" . "Ill 1 1 - 

ft 

"12015^ 
2 70 DA TA 

"i ■1202c- 

740 DATA 
", 11 ~'— i"i I ? " 

7SO BftTA 

" . " L t 1 1 1 " 
2fcO DATA 
" . "Si idi " 

270 DATA 

" « " 1 1 L 1 I " 

H" DATA 
" T "lit 12" 

7*?0 DATA 
" , '" 1 I I 1 1 ' 

"0'i DATfi 
", "11 2M* 

7" i ■:• lja 1 a 

", "' 1 1312' 

:ro data 
■' , "2i2i :■ ■■ 

2. Zt.1 I in T A 
" . " J L 1 I 1 H 

S*£l DATA 
", - lili2" 



"7J02i'% "25122". "^iS 
"Dl?ia", -11221", "JOTL6 
" 1 1 1 2 1 " , " | | 222 " , " 1 1 1 S5 
" I 1 1 1 1 " H "22405", " ] 27 1 1 
"I'.Cl 1 ", " 12221" t "kk2^1 
"22:'12" . " 12D1Z" t "22212 
J 222l 1 », "2121 1 ", "1 1 101 
"lllll-',"20122","2»?Lri 
"21 1 U"' T -2111D", "TAl 1 1 
"2121 J " , " ] 1 .' I | " . " | L 71 I 
"1201.0", '^71 122- „ " 1 I i;v 
"II 1 i 1 " , "77:22", "11KL 1 
'■21212", H JI2H" T "1221 I 
■■--filflV. "12112", "55111 
" 1 22-2 1 " , - 93k 22 ","il 1£7 
"UlM ", "221B2" + "1 1 (S3 



T^iO DAT i, 
"+"111 17" 
"i.'.' Oft-T* 
", J 2-[l* \ :■" 

STO UA1A 
" , " t 1 1 1 1 " 

7. BO 1W1TA 
","71^11" 

T&i TATA 
- , " 1 15.1)1" 

400 llrtTrt 
" . " 2 J I 11 

iH-'i DATA 
","111 I I " 

■>r" DATA 
" , .1 2 1 2 2 " 

«0 BRTA 
", ,r 7F'l 17" 

440 BATA 
1.4 " 707 U" 

4&.' DATA, 
- , " 1 I I 1 1 " 

4fc'1 DATA 
" . "2 .1 " " 

•76 ['ATA 
", "17.117" 

*B< ■ Di'iTA 
", H 22: I"" 

4^i' l+ilfl 
"."11111" 
5CH> DATA 



niur-",*jii i?i H . "4^.i 1 1 

" 72152", " I an 7". "221 1 1 
nUOP", "7.'. ! I " T " 1 [ I if. 

"ill 1 1 " . "271 12" , "ii;:i i 

"2171 I * T "1 1 ,?N! ", " 1 1771 
"25120", "12PH-. " 171 11 
"1 ] 121 ", "77021 " | 1 
"J I I J I " , "2sJ 1 12" , "21i 1 1 i 
"12122", "72);'2".-7D7l I 
"31217". "210I7", E . 1 | 
"1 U^H", "7277! ", "1 J 183 
"11111 T '■ .'.'] I " I J _ I J 
".■t'."lfi", * IT I 17-+ 11 I J- i •■ 
"JFfllD", -12112". "1221 2 

-ttif.»2", "22:-ir" T -] in.- 

"1 I I F I ". "771 17", "I 11 1 I 



Slit UATA -i;'2i;". "1211 7", "IJ57U 

ST'l 1>A1A ~7!212","17M?", "I7::i 1 
" , ". -"''I I " 

SKJfi JIATfi "7I17H , " 7771 1 " , " I [02 
","11111" 

t$&Q DA F A " t I 1 1 I " , " h , " 8 1 1 21 

". "M M I " 

Bffii ■ DAM "111 I I ~, " I I 1 1 I " , " 1 1 1 1 J 
■ , i ] 1 f i ■■ 

DATA " 1 1 1 3 1 1 " , " 1 1 i | | " , " 1 ] J 1 1 
","1111!" 

:.:n da i a "iii 1 1 " T " i , ' ' 1 1 " , " i mm 
----- c a 1 1 1 — 

M3M» DA Ti'i "1 I I I 1 "+ "7;. "77712 

'r>9" r>MiiA i -tvz?.?" . "?s?23 

. ■■. .|u 

^l» DATm -f»27'27" , "1 7J27" , " 17771 
"V "122L1 " 

bj<l n*k1r, " i 7'.''.'' i " , " [ . _'.'5"," i 1 1 h7 
',"11111" 

t20 DATA "1111 1", "11111"+ "11111 

■ . I I I 1 ■ " 

■ 

"+"11111" 
-A.< I, ATM " 1 1 1 I I " , '' I I I .'','". I I 1 

", 111 l'£ M 

©SCI L'nr,, "l.il '"."111 1H", " 1 III.' 
' . ' 1 1 1 M " 
"f^:\ EfTDT 

'■> r "\ i fcAVF. * ; | • 1 J '.-■►■.Ha" 




HOW TO COPE WITH TALLYRON 



All you have to do is program in the main listing, 
SAVE it to tape, then type in the SET-UPprogrom. 
You can SAVE this on the same tape AFTER the 

dm 1? Ju stl f ft ?.1 0ri a operate tape, and then 
RUN the SET-UP program so that it saves the 
data after the main program. 

If you can't be bothered with all that typing 
remember th at you can send off for our special 
C VG/STAR DREAMS Tallyron If tape. Just send 
a cheque orpostaJ order for £2.50, made 
payable to STAR DREAMS, (not C VC) to Star 
STSP ms ' 1 7 Bc,rn Close ' Seaford, E. Sussex BN25 



ends here < 



Please allow 28 days for delivery and don't 
forget to include your coupon with the order* 



C + VG/TALLYRON 11 OFFER 
Name 



Address 



Please send me copy(ies] of Tallyron II. 

Jo STAR e D %%S32&£1 1 _ Pay ° ble 



The first HEAL computer sport 




gmme 



teaches you to surf 



With its unique custom-built 
miniature surfboard — whic 
clips over the keyboard — 
Surf Champ gets as close as 
possible to real surfing. 
Blasting, aerial cut-backs, going 
off-the-lip — all the stunts and 
manoeuvres of the professional 
surfer are within reach, as the 
breakers roll in across your TV 
screen. 






"A true simulator. . . The only 
thing the package does not 
supply is 50 million tons of 
salt water" Sinclair User, 
January tB88. Awarded a 
Sinclair User Classic 
"A unique challenge" 
Computer & Video Games, 
February 1986 



I Surfing Championships 
mputer press for details 



MMODORE 64 



tilt 



< 
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Adventuring is Hobbrt-fonrilng! That's why 
Melbourne House are staging a mammoth 
Tolkien Month during July with special Hobbit 
events taking place in computer shops all over the 
country. They've even repackaged and revamped 
the adventure that started it all — Phillip 
Mitchell's original Hobbit adventure which was 
released an amazing three years ago! To help 
celebrate Tolkien Month we've got a very special 
competition with a very special bunch of prizes. 

• First prize winner in this grand Tolkien 
Competition is an exclusive Lord of the Rings 
Hologram, plus the Lord of the Rings adventure 
package, plus the new revamped Hobbit game, 
plus a selection of Tolkien's books ! 

• Six second prize winners will get a special 
Tolkien 1987 Calendar plus a remixed version of 
the new HobbH. 

• Then 100 runners-up will get copies of the new 
HobbH adventure, 

To get your hands on one of these prizes all you 
have to do is identify as many of the characters 
you can in the C+VG Tolkien gallery. Heroes and 
villains all mixed up lor you to identify. 

Once you've indemnified all the characters 
simply write them down on the coupon and rush ft 



to Computer and Video Games, Tolkien 
Competition, Priory Court, 30-32 Famngdon 
Lane, London EC1R 3AU. Closing date for the 
competition is August 16th and normal C+VG 
rules apply. And G and a If s decision is final — 
unless you want to end up looking remarkably like 
a frog . . . 



C + VG/MELBOURNE HOUSE TOLKIEN 
COMPETITION 

NAME 



ADDRESS 



The characters I've identified are: 



v 



MOTftlWAM^MI 




Ace - it's the game mot sets ttie pace when it comes to air 
combat flight simulators on me Commodore 44. 

And now all you Spectrum owners can get a taste of the 
action as Cascade's conversion of the game takes off atyour 
local software airstrip. 

C - VG travelled to Cascade's Harrogate headquarters for a 
preview of Ihe game. And, except for the sound, it's looking 
every bit as good as the Commodore version, me graphics are 
super slick and super fast. 

The scenario is as follows; An enemy fleet has landed tanks, 
helicopter gunships and mobile surface to air missies. Enemy 
fighter squadrons are giving air cover. Your homeland is af risk. 

Your mission is to destroy the invader using an A.C.E. Mark 2.1 
Multiple, AH Wealher, All Terrain combat aircraft. From the 
remaining three allied bases you must attack and destroy the 
enemy on land, in the air and at sea. It's a tough task. 

There are nine skill levels— from training mode to one which 
is so hard it's difficult to believe anybody could cope with if - 
one o r two player game, summ e r , winter or night flying. 

Weapons range from missiles - air to air, air to sea and airfo 
ground — cannon and flares. 

Enemy forces can be traced by referring to the aircraft's 
satellite intelligence map. You can then head for them qnd try 
to engange them in combat. But watch out. They're inclined to 
fight back. 

There's no doubt you'll need quick wits, a cool head and fast 
reactions if you take on ACE. 

And thanks to our friends at Cascade we're giving ail you 
would-be air aces a chance to get your hands on a copy of the 
game by answering the questions printed below. 

AC£ is released on the following formats— Commodore 64 k 
Spectrum Plus, C16 and VIC20, We've got five copies of AC! for 
each of the formats fo r the winners. 

Tne next ten people will get a digital watch with a calculator. 
Cant be bad, can it? 

Questions 

1) The United States Aircraft Carrier Protection Interceptor, the 
H4 is better known as: 
A The Phantom 
B The Hornet 
C The Tom col 

2] The Royal Navy Sea Harrier has a maximum speed of 
A 500 mph 
B 770 mph 
C 1550 mph 

3) The RAF flying hefmetfs known as 
A Hard Hat 
B Skidlid 
C Bonedome 
4) 

world. 11* tree top speed capability is 
A 900 mph 
B 1200 mph 
C 1600 mph 

Send your answers with the printed coupon to ACE competition^ 
Computer + Video Games, Priory Court, 30-32 Farringdon 
lane, London fC1B3AU. 

C+VG'Cascade ACE Competition 
name . 




Please indicate which computer you own 
CBM 64 Spectrum I Plus 64 C1* Z Vic 20 Z 



Speiibinding — that's the only way to describe 
Mastertronic's trilogy of games about the 
adventures of Magic Kn igh t. 

The eccentric knight's adventures have quite a 
following, IDEAS Central sent Big Red to visit act' 
programmer David Jones to force him — sorry t 
persuade him — that it would be a great idea for 
him to provide all his fans with hints, help and 
general advice on Spellbound and Knight Tyme. 

Spellbound involves Magic Knight in Roof Garden), 
a mission to rescue his friend and 



tutor Gimbal the Wizard from the 
Mythical Castle of Kam. 

Gimbal pot into trouble while 
trying out some old spells to make 
his rice pudding taste even nicer, Bui 
because the spells had been badly 
translated from Very Ancient 
English to Slightly Ancient English, 
everything vent wrong, 

The result is that Gimbal and seven 
other people ate now trapped in the 
castle. 

Magic Knight promptly used his 
favourite teleport spell to arrive at 
the castle and try to resuce them. 

Read the Crystal Ball every few 
minutes — there are a Jot of clues to 
be had there and they will change as 
time passes. 

When Magic Knight is not irk the 
lift the Crystal Rail can also be used 
to locate characters. 

It is useful to keep the Transporter 
Pad in the lift since Migic Knight 
will then be able to get to different 
floors quickly from almost 
anywhere. 

If Magic Knight is dying fast 
through lack of energy then use the 
bottle of restorative fluid from the 
left most room of the roof garden. 

Give this to Florin the Dwarf then 
take it back for full energy, [t is 
useful to give it hack to Florin again 
so that you will only need to lake it 
from him when you Deed energy 
again later. 

Before Magic Knight can 
command anybody be must fetch one 
of the objects shown on the cassette 
cover from the roof garden. (Wand of 
command right most room of the 



Once Magic Knight has dropped 
the Glowing Bottle and released the 
Banshee it is useful to command her 
to help, Banshee has a series of clues 
that will change in a similar fashion 
10 the Crystal Ball. 

Thor must be told to go to sleep or 
he will die of exhaustion. It will also 
ensure that he is fit and well to help 
you once you have found his 
hammer. 

Lady Rosmar will help you later if 
you give her something to go with 
what she is carrying. She will help 
you in the room that you find that 
object, (Laser to go with fuse. It will 
then blast through the wall at the 
entrance to the secret passageway. 

Samsun is a sporting chap and 
would like to have something decent 
to throw before he can help you with 
the object that he has. This requires 
the Javelin before he will help by 
throwing the lump of platform into 
the pit to act as a stepping stone. 

Elimnd Halfelven does not want or 
need the Saxaphone, There is some 
other instrument that he would like 
to use in connection with one of the 
clues in the Crystal Ball. 

Kir and will not be able to help 
properly until Thor has done 
something: to the lower regarding a 
clue in the Crystal Ball. 

Stand in the Pool of Liquid to cast 
the Armouris Pbotonicus spell It 
will then be safe to drop the Globing 
bottle since all the light you need w il I 
he supplied hx your glowing armour. 

The Broken Glass caused by 
dropping the Glowing Boltle can be 
usefully employed with something 
that cannot otherwise be read. It acts 
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as i magnifying glass on small 
wiling on an engraved candle. 

Magic Knight will need the Book 
OfR unes before von can understand 
the runes scratched otithe 
RuneSione, 

Before he can release Gimbal ihe 
Wiiard he wilt need lo find him! He 
is past the Secret Tunnel and on the 
ol hiT side of The Pit. 

To release Gimbal cast the 
Crystal hum Spectralis Spell. Details 
of which are included in the Ancient 
Stroll on the far side of The Tower, 

Just for fun try taking Thor's 
Hammer away from him afler Magic 
fought has given it to him! 

Thor will need his hammer before 
he can help Fin; the lift. 

There is a smelly objeci in ihe 
Basement i 



interesting. 

The pictures un the walls are very 
important If you want to get a full 
100 percent. 

\ £Ood luck charm musl be in the 
same room as Magic Knight if he 
uses the Candcllium I Hum hiatus 
spelltulight the candle. 

The Project Physical Body Spell is 
one of the musl powerful spells that 
Magic Knight can cast in this game. 

For it tn work he must have 
something very magical that was 
broken and is now mended pi lis ihe 
Crystal Ball For location of (he target. 

The Crista Ilium Spectral is Spell 
must be carried out in the presence 
of Gimbal the WirjrxL 

Tlie Trumpet is very useful and so 
is the Laser. Magic Knight will need 
to light the candle if he wants to read 
all of the ancient scroll. 

The wall must be weakened before 
it can be knocked down. 

Lady Rosmar can help you get past 
awalJ." 

Some of ihe Background graphics 
are VERY important after you have 
cast the release spell, hut you must 
take notice of what the Banshee has 
to sav. 



POKES 



Infinite strength Pokes. These are 
POKI 36 13 3 ,0 and POKE 2 7ft7 1 ,0 
After adding these pokes lo the 
BASIC loader vou must also change 
Ihe RANDOMIZE USR command in 
the loader lo read RANDOMIZE 
USR26627 instead of RANDOMIZE 
USR 26624. 




After freeing (iinibal the Wizard 
from th e Castle of Karn he is 
catapulted through time into the 
future and finds himselfon a 
spaceship called the USS Pisces. 

His mission now is 10 find his way 
back to his o wn time. To do this he 
musl find ihe Tyme Guardians and a 
Tyme machi ne, But w ith 50 different 
planets tu explore in the Spectrum 
version of the game, il could 
tale Magic Knight some time* 

I he following clues will help you 
get into the game and point the way 
to how il should be completed. Magic 
Knight will encounter three types of 
characters in the game. There arc the 
droids- electronic beings, which are 
friendly and happy lo ohey; crew- 
man be rs will help hut only if Magic 
Knight outranks them; the eccentric 



To get ihe USS Slarship to move 
Gordon must have the Starmap 
which is in Cargo Hold Two. First 
get the advert which is on top of a 
piece of cargo, just out of reach, 
Jump from the chair to get it. Vou 
can stand on the advert to reach the 





The Ad vert is useful in this ga me. 

Take care not lo run out of fuel. 
Certain planetary locations will 
supply you with a full tank, others 
may still be waiting for their fuel 
delivery, and others may just not 
want to help you anyway, 

Kor working out your plan eta n 
destinations you will need to 
construct a map of the game. 

Useful objects at Starbase 1 are as 
follows: 

Boots — useful for getting past some 
security systems. 



characters are unpredictable. 

Magic Knight starts the game in 
the Transporter Pad of the USS 
Pisces, If Magic Knight asks Darby 
IV for help he will find out that he 
needs a valid identity card. 

Remember lo take off ihe cloak of 
invisibility first. A blank ID card is 
on the floor, Now go to The Bridge. 
Talte the McTablets from Sarah. This 
will give Magic Knight strength. If 
characters will not obey, try giving 
them a couple of tablets. Get the 
instant film from Cordon. 

Now go to the Recreation Room 
and gel the camera bv jumping on the 
table. 

Findadroid — S3.E3 or Klink — 
and give it the film. ID card and 

FLASH your picture has been taken. 

Now examine the droids to see 
what they are carry ing. When you 
find a pot of glue use il to stick the 
photograph to the idenEilv card. 
Don't forget to wear the ID-, Crew 
members will now take notice of vou. 



Starmap. Give the map to Gordon 
and command the ship to move. 

Before Magic Knight can use the 
Transporter he must mend i t , have 
some valid Transporter Coordinates 
lo enter and be standing on the 
Transporter pad. 

To fi* the Transporter you musl 
move the Slarship to Slarhase I (via 
Polaris) and Communicate lo 
Request Overhaul Slarship. 

The Transporter will be fixed by 
the Overhaul Crew h Or request 
Cordon to help in the 4SK version 
and he will re-route the control 
circuits under the guidance of the 
Overhaul Transporter on Starbase 1. 

If you then request help using the 
Communicate command when at 
Starbase 1 you will see some 
Transporter Coordinates to use. 

Note thai you can't beam down lo 
every planei you come across and 
you can on ly beam dow n to I he one 
that you are orbi tin g at any t i m e d m : 
to the distance limitations of the 
Transporter Beam. 



spells. 

Bag of Potatoes — not really useful 
but try giving them to Murphv. 
Mirror — shows the objects Magic 
Knight is carrying. 
Quark Romb — ^»>d for dcslroi iog 
planets. Stand on advert to get il. 

Now go lo the Planet Reef and 
blow it up using the bomb lo give 
Magic Knight access to ihe nest 
galactic sector. Remember the droids 
can be very helpful and unbelievably 
telf-sarriftcing. Thai s important if 
you don'i want loblow Magic Knight 
up! 

Without giving too much away, 
you might find it useful to visit Spica 
and Fermou^ PI in kit is handy for 
fuel. 

Vou '11 find the Tyme Guardians ai 
Outpost, They will have the lime 
machine. But firs! you must find the 
t^lden Sundial of Alpha^ which is 
I heir symbol of authority. It's split 
into three pieces. Try visiting 
Murphy's Moon and Hoopers 





COMPETITION 



C+VG COMPETITION 




Killer Tomatoes 
Competition 

Salads wilt never seem the same again. Is that bright red That's the sort of question you should be asking yourself 
tomato nestling in the lettuce really what it seems to be, or if you've played Global Software's tasty new game Attack 



is it a killer tomato? 



Name 



Address 



My nomination for trie Worst film is 



My reason is 



of the Kilter Tomatoes, which chronicles the trials and 
tribulations of Wimp Plastbott trapped in the PuroTom 
processing plant. 

The game's title is taken from a film which was once 
voted "The Worst Vegetable Movie of All-Time". 

And Global is planning to release more games based on 
silly films. So watch out for Curse oftheMushroom People 
and The Wild Women of Wongo! 

And f ha n ks to Globa 1 t C + VG i s a ble to give you the 
c ha nee of read i ng a bout the worst movies of all ti me* 

We've got ten copies of The Golden Turkey Awards to 
giveaway as competition prizes. This hilarious book 
covers more than 400 films which are quite rightly 
described as the worst achievements of Hollywood. 

To stand a chance of winning is simple. What we want 
y on to do is tel I us what f i I m you would a wa rd the C + VG 
Golden Turkey Award and, in not more than 30 words, 
why. 

Send your nomination to Global Software Competition, 
Computer + Video Games, Priory Court, 30-32 Farringdon 
Lane r London EC 1 R 3AU. The closing date is August 1 5th 
and the editor's decision is final. Don't forget to send the 
coupon printed, 



□ 



SHEKHANA COMPUTER SERVICES 

Present the following special offers to C +VG readers 



SPECTRUM 

PTBACURSE 

ffOKliD CUP CARNIVAL 

SPUTTTNC PERSONALITIES 

ECtHKOlC 

MAMI-ROmc 

THEATRE EU30PI 

IAN 507HAMS CRICKET 

PYNAMITF.DANT( 

PilE GAMES 

WNHEK 

0UA2ATSOW 

BQMBJACI 

ELITE 

COMMANDO 
LODGf THE RINGS 

MCE TO SCHOQli 

TOMAHAWK 

SWORD AMD SORCERY 

SWtEVOS WORLD 

SOCK AND WRESTLE 

A*HO DARES WINS 5 

CTBEXRUN 

aiNIWCBT 

STAR STRIKED 

SOUTHERN BELLE 

MOCSTSHEVniGE 

HG5ITEP. P[LOT 
BK5CCBUSTER3 GOLD RUN 
aNCPQNC 
THE PLA NETS 

THE F*JCE OF MAGIC 
SOLD A MELLlObf 2 

ama 

BATXAN 
SJPERBOWL 

rdhmh 

sggles 
turbo esprit 

AUESHKSTWAlr 

ENIGMA FORCE 

SA10TEUR 

CRITICAL MASS 

A'AT OF THE TIGER 

57RIKE FORCE HASHER. 

GHOST AND GOB1IN5 

EMKRE 

0UE3TPROSE 

TTHE ART STUDIO {OCPl 

TIEAfllCJSGrJ 

TOUNCONES 

Mcvn: 

DESERT RATS 
WINTER GAMES 
BEACH HEADd 
B McGUlGANS BCXINC 
BK FIT WASTER 
HEAVY ON THE MAG1CK 
8£2£L KANET 
CAL-LC-SDJJH 
BairjSCES 

exploding fts7 q 
mpcstone 
bobby beaxjng 

LCI"J PS 
TOSjR'JSSOI 
action p£flex 



INTERNATIONAL MATCH E-AV 

GLADIA TOR 

3'TO2S3JPARAD5E 

KNIGHT TfME 

SAMANTHAFOl 

IAUBU2EH 

UCKfil 

THE MLY-iC BOX 

BOCKN'ATtESTLE 

NODES OF YESODS 

SWEEV OS WORLD 

BflflHOT THE WOOD 
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For MAIL ORDER 
please send chequ&PQ to: 
S.CJS, Qept C t VG] 
PO Box 3SH 
London HIS 6JL 
Telephone: Ol-SCHJ S156 
PflkP included in UK. Europe add £ 1 per tape, 
ELse where at cost. SAE for Lsi. 



FALKLANES 7 95 

TIGERS CN THE SNOW 395 

CRUSADE Dl EUROPE H33 

SOWFLICHTn B55 

DECISION IN THE DESERT |Ufi 

ACROJET 955 

BATTLE OF BJUTAJN 956 

THEATRE EUROPE 953 

THE PRICE OF MA DICK 956 

LAW OF THE WEST 995 

5LENT SERVICE g«e 

KNICHTGAMES 395 

50M31ACI 996 

CHCST AND GQB4JNS 398 

IOVD OF THE RINGS 1&96 

HIGGLES 958 
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COM1ATLEADO M 95 
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U you would like 10 pick up your discoum 
software p]e<LS-tj bung your copy oE 
this advurt tCK 
Cfrrtipucentrfl , Unit S 
221 Toltrnhajn Court Road 

London Wl 
{near Goodge St Tube Htanori) 
Open six days a week lO.FJOam - IB.OOpm 
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Access and Visa Card tioUme nng: 

01-800 3156 
01-631 4627 



Credit card orders despatched same day 
suhjeci to availabiiiry, 
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• Does your micro chat to 70,000 people across the UK? 

• Can your micro interview pop stars, hackers and doyennes 
of the computer industry? 

• Can your micro provide the answer to your technical and 
software problems? 

• Could your micro send and receive telex's worldwide? 

• Does your micro do your shopping for you -and have it 
delivered to your door? 

• Is your micro an answering machine, delivering your 
private mail whenever you logon? 

NO? Shame! 



r 





/ 




To: Micrcmet 800, 8 Herbal Hill, London EC! 

Please send me a brochure on Mi crone t 800 



I 

j Narne_ 
j Address, 



MicroDct 800 j Telephone No, . 

8 Herbal Hill, London ECJR SEJ 

T*1 M hi»* . Ai -*rre iui Age M krO 
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NEWS 



j 



While 
about among the 
debris in his 
IDEAS Central 
penthouse , 
C + VG's ace 
adventurer Keith 
Campbell 
uncovered a copy 
of The Frobozz 
Daily Gnies, 
Through the 
miracle of 
time warp 
transference the 
paper included a 
big feature on 
Infocom and Brian 
Moriarty — and 
strangely enough 
his newest bit of 
interactive fiction, 
called Trinity. And 
as Keith fancied a 
bit of a holiday in 
IC's special staff 
leisure complex 
we decided to 
reprint the entire 
issue this month. 
Your free Frobozz 
Daily Grues starts 
on page Z8. 



Ram jam.. 

Till* Will be a two game 
package, consisting of an 
adventure and a betting game. 
Separate games, playable 
independently and not requiring 
completion of one to proceed to 
the next, each will hold subtle 




ISLAND 
CONVERSIONS 



Conversion of the original Scott 
Adams series is continuing, with 
Savage Island parts 1 and 2 
currently in production for 
Spectrum, Commodore 64, and 
Amstrad. The conversions are 
by Adventure Soft. 



EAST ENDERS 

COMPUTER 

GAME 




the way from Melbourne House. 
Already in the Quill stage, this 
one will Involve an East End 
hank robbery, in which the 
player gets mixed op with a 
bunch of small time crooks. 




Watch out for a block-buster 
release from US Gold/Adventure 
Soft, in time for Christmas. Five 
Master of the Universe 
adventures are on the way. Four 
of the titles will he on a budget 
label at £2,99, while a 'very 
£pecial M H highly animated 
adventure, will be a "mil-price" 
game. Artwork will be by Stefan 
Ufjiowski, 
Woodroffe 



A NOVEL IDEA 



Mosaic Publishing has 
announced a Dick Francis game, 
Twee Shy. due in the autumn, 
and currently being written hy 



There WILL be another Rabin of 
Sherwood adventure, promisee 
Mike Woodroffe. Recent 
technical difficulties with the 
licence, originally held by 
Adventure International UK, 
have been resolved. The 
licencing deal has now been 
taken up by U.S. Gold. 



VALKYRIE II 



Ram Jam Announce that the 
long-awaited Three Days in 
Carpal hia will NOT be the sequel 
to Valkyrie 77, as adventurers 
had originally been led to 
believe. Instead, Valkyrie 2 will 
take the player from where he 
leftoffintheGUtaHoteL 



MAILBAG 



9 Being a person of discerning 
taste and great wisdom , I have jiusl 
read the June issue of VG. 
There are two points I would like 
to put to you: 

(1) Couldn't you quietly shove 
the comic strip out of the mag to 
make the adventure section 
longer? 

(2) Why don't you give John 
Yeates a job? He's been round 
since the beginning (more or less) 
— surety he could shove in a 
couple of reviews? 

/ait Utquhart, 
Edmonton 

Keith's reply: The editor wont 
have any of It! Seems he has a 
personal need of those comic 
pages, although J would have 
thought the paper was too shiny! 
(You're Tired Campbell! Anyway 
I always use little Labrador* t , , 



# Instructions are frequency 
totally inadequate in adventures 
They should have complete verb 
lists, including synonyms. The 
nouns should nor be listed, as this 
gives ihe game away. 

The best solution to the noun 
problem goes like this: "Lying on 
the ground is a suit of armour 
(ARMO)" Note the bit in brackets 
— that's what the program 
recognises it as. It doesn't take 
much RAM to add a routine to 
print data that's already there, and 
you know if s "armour" and not a 
"suit". 

Instructions should give hints on 
getting started, a good Idea of the 
plot, and ideally an offer of a help 
sheet. They should have a 
background story, rough maps 
(like the one in Bored of the Sings) 
and should be humorous if ihe plot 
demands this. 
Larry VFrifesiooriytetlers 
(alias John Yeates). 
Jersey 

Keith's reply: Hear hear! Here? 
What's up? This lette* was quite 
sensible] You're Losing your 
looneyness! 



• I first wrote to you about 18 
months ago. Then again about six 
months later, with clues, and an 
interesting point that people 
should vote on their "favourite 
endings", 1 hoped I might get an 
almost legendary t- shirt. It didn't 
happen. 



Then 1 came all the way from my 
little village west of Swansea, to 
the concrete metropolis of 
London, especially to ses YOU a" 
the PCW Show. You were not only 
very tall — Tm about 6 foot and I 
had to look up! — but you spent 
minutes of your valuable time to 
talk to me about Sorcerer of 
Ciaymorgue Castle, and you were 
a very, very, very, friendly 
likeable bloke, not a snotty nosed 
journalist earning about a squiULon 
pounds. 

I found the adventures awarded 
at the Golden Joysticks very 
strange- 1 rushed out and bought 
Red Moon when Stmon Marsh 
reviewed it, and f was severely 
disappointed. The game was not 
enjoyable to play, the graphics 
lousy, and the point off for every 
saved position a mistake. 

It was as if the plot and 
enjoyment ol the game was thrown 
out of the window to make room 
lor one zillion word vocabulary, 
two squilhon locations, and 
technical perfect™. 

] also bought Worm in Paradise, 
which turned out to be more 
disappointing than Red Moon. 
Nowhere near as good as Lord ol 
Time, let alone Snowball, which is 
the best cassette based adventure 
ever. 

I know I sound like someone 
who just likes a good moan, it's just 
that I don'i want to see such a good 
company as Level 9 go down the 
dumper. 
Gaietft William, 
Dun vant, Swansea 
Keith's reply: It 1 s only the 
■qttilUoriB we earn that keep us 
journalists so likeable, Gareth! 
The joysticks go to the choice of 
game made by the readers, and 
that's the one they voted for! Get 
ready to crane you neck again 
— see you at PCW, m your new 
t-shirt! 



• I read your so-called 'review 1 of 
Ultima IV — what a 
disappointment. It was under 
rated by at least 3 marks! The 
screen shots all showed the 
opening sequence, misleading the 
casual reader into thinking it is just 
another graphic adventure , 
Paul Exley r 
Bury 

Keith's reply : I played into the 
game proper, and found it quite 
reasonable! But "Personal 
Rating" mean* what it says, As 
Excellent game as it is — it 
simply is not my personal 
favourite type of adventure. 




PLEAS FROM 
THE HEART! 



Martin Ward of Farnborough, is 
desperate. He s not a bad chap, He 
earns a living (just), helps old 
ladies across roads, and listens to 
Heavy Metal. Not only that, he has 
got a decent computer — a TRS-30 
Model 1 that has outlived many a 
younger burnt-out Spec? rum. 

The trouble is Asylum 2! What 
use is the hypochondriac, and the 
stethoscope? Is the anomaly m his 
map real, b&cause he can't get it to 
fit? Surely someone out there has 
this insane game licked? 

Calling Castle of Terror addicts 
no con'1 kill Drac! You should be 
in for a treat nejet month. A special 
plea has gone out to Steve King, 
of Poole, who has completed the 
game. - , Meanwhile, Steve, in his 
turn, es anxious to discover the 
significance of the fire station, how 
'■ : t l:m an" the electric fence, and 
how to talk to the gypsy. He is 
stuck, Upper Cumtree. Who can 
help him out? 

Same game, but this tune, how 
do you put out a bomb, and how 
do you get gloves from WaiJy? 
Jason Etherington of Harlow 
wants to know, but I suspect the 



too. 

MORE gold? A bit greedy, isn't 
it? Most adventurers would give 
their right arm for just SOME gold. 
Yet here's Paul Gray, up in 
Chester -le-Street, playing Souls of 
Darkon. and after a second 
helping! He's also plotting the 
demise of the skeleton in Sinbad, 
with little success. 

Mt. West of HoSdbeach {first 
names please!) joined the partv. 
but they won't let him inside some 
of the rooms down at HO. Who can 
help this Worm find his Paradise? 
And when you've done that, he's 
also after some ideas as to what to 
do about Robin of Sherlock's tax 
collector! I'll bet there's plenty of 
suggestions about that one! 

Andrew Britt ain oF 
Stoke-sub-Hamdon is slipping! He 
is on some slimy steps, and 
urgently needs to get a grip of 
things! Adam Mawdesley is stuck 
in jail, without rum. Dale Turpin 
and his mates are going round and 
round in circles m a forest. No 
wonder the game is called Causes 
of Chaos! 

Entering the tower to excf _ 
a tea: diamond for a fake one, 
hard]-/ a cause worth dying lor 
one would think, is costing Mr R 
Bat ham his life. He's on the 
Diamond Trail — is anyone else? 



HELPLINE 



NIC NIC NIC! OK -its the 
shrubbery that's required, but how 
do you go about it, without ending 
up as bathsalts? A few clues on 
Pub Quest wouldn't come amiss, 
either, to help Dave id Stinson, 
who's just passed the rats in the 
sewers, but his torch keeps going 
out. 

A bullet in the back is not a nice 
way to finish an adventure, hut that 
is all Jim Boyle of Hamilton seems 
to get every time he tries to pass 
the motorway roadblock in 
Ground Zero, 

Carl Young wants an axe? The 
Souls of Darken woodman 
wouldn't take any notice of him, sc 
he killed him, and the axe 
disappeared* AH! Here's a clue 
just come in — look in the upside 
down section. Carl! 

It may sound a trifle kinky, but 
John Norris of Attrincham is 
seeking a female Gelfling. L And 
are the landstriders the key to 
finding the castle?" asks John, 
because at present, he can't get 
near to them, in Dark Crystal. 

Mark BamJield of Chelmsford 
is living on Borrowed Time. He 
wants to see the doctor, but the 
nurse ignores his requests, and 
orders him to leave. Naturally he 
would dearly love to know trie 
combination of the lock on the 
shed In the park What's the 
betting that THAT is where all the 
lady G^lflings are hiding! 



SIGNING OFF 



' WHY do you always sign 
yourself 'Yours 
Adventurously"? 1 ' asks Geoff 
Hale of Barcornbe a frequent 
writer to the Helpline 

Because its printed on the 
cards, Geoff — that's why! For a 
short season only ( due to a 
purchasing error!) I have taken to 
using blue instead of black ink for 
my replies. So while stocks last 
you will be able to clearly see the 
difference! 

Jason Nicholls recently bought 
Earthbound, a quilled adventure 
marketed by Doubleplay. Whilst 
playing; he got his fingers in a 
twist, and accidently typed in a 
rude word, 

"To my disgust, the message 
"and you, you foul mouthed 
ba***rd came on the screen. My 
Mum was watching, and was 
totally shocked. She couldn't 
believe that this was allowed." 

J^son goes on to describe 
another insulting message, and 
says his Mum won't let him play 



Earthbound again, in case there is 
more foul language in it. 

Now, Tm no disciple of the 
Whitehouse philosophy, but I do 
think it's one thing for a game to 
give you a wink and a nod that it 
understands a naughty word that 
YOU have entered, but quite 
another matter for a game to use 
foul language to abuse its 
customer. Earthbound is now 
blacked by this column. 

Remember Gunniaugm Briem. 
the Icelander with no address? 
Well, he really does have one, and 
wrote to apologise for forgetting to 
include it. Now we will be able to 
write back to him! 

Jusl far good measure, 
Gunnlaugur sent a photo to show 
what effect Robin of Sherwood 
had on him] Gunnlaugur who is ten 
sent an immaculately typed letter, 
in perfect English. That deserves a 
t-shirt 

Isn't it surprising how many 
people get snick in an adventure 
and blame it on the program? "Is 
my tape faulty?" is a common cry! 
Wine times out of ten, a bit of 
lateral thinking is all that is 
needed. But this month, the 
question takes a new twist! 

"Thank you for the t-shirt.' writes 
Andreas Sc hnode wind. "But why 
don't I look like the man in the 
advert when I wear it? Is my t-shirt 
faulty?" 

James Carter of Leyland is not 
happy about Twin Kingdom 
Valley! He found the absence of a 
SAVE option totally unexpected, 
and due to the ease with which it is 
possible to gel killed in the 
adventure, feels it will be 
extremely difficult to complete. 

Of course, at £2,99 it is easy to 
argue it is a cheapie. However, 
Firebird are knocking out 
Seabase Delta for £ 1 .99, with a 
tape AND a HAM save. Surely a 
re-release of a popular oldie is 
worth bringing up to date Bug 
Byte? 



QUESTION 
TIIVIE 



Your letters, and with them 1 
problems and clues, have been 
coming at us truck and fast, We 
love reading them, and 
sometimes even get a feeling of 
smug satisfaction when we get a 
pat on the back! 

But as well as the huge 
numbers of letters, Steve 
Dotioghne was amazed when he 
sla 7 tet ^ writ* 110 ; Helpline replies. 

"You know, it never ceases to 
amaze me what adventurers can 
cram into a letter, 



innocent letters, about two 
notepad pages long but contained 
within them are pleas for answers 
to 167201 different guestions. 
That's just ONE letter!" says Steve, 

Therein lies a problem for us. 
We don't mind the lone letters — 
they are interesting! But if you 
include TOO many questions, and 
spread them across a wide range 
of games, your Letters take much 
longer to answer. 

So to get a reply off to as many 
people as possible, in the shortest 
time, we tend to leave the 
complicated ones till last, and get 
on with replying to the more 
modest pleas first 

The coming few weeks are a 
particulary difficult time of the 
year for us. During the holiday 
period, it seems, people lay on the 
beach tapping up the sun, and 
daydreaming about all the past 
year's outstanding problems. As a 
result, our mailbag almost doubles 
overnight for a month or so. We've 
been known to get letters 
postmarked USA, with home 
addresses in the West Midlands, 
and postmarked Ilfracorube from 
residents of Scotland! 

The trouble is — we like to take 
our holidays m July and August 
ioo, and immediately afterwards 
comes the PCW Show, with the 
'live' Helpline. So we have less 
time available in which to get an 
increased number of replies out. 

What all this is leading up to is 
this special plea from the Helpline 
team. 

Please bear with us if you write 
during the next couple of months. 
And try to help us out, by not 
combining too many different 
games into one letter! 



HELPLINE 
PHONE-IN 



No — nol the Adventure Club 

phone service, but Ctive Bali's 
Sunday afternoon show on LBC — 
the London commercial radio 
station. 

Back in March I was invited to 




L 



BLACK CAULDRON 



% Supplier; 

• Machine: Atari ST 

• Price: £29.95 

Black Cauldron ls based on the 
Walt Dtsney film of the same 
name. There are seventy screens 
in sixteen colours, with built in 
arcade sequences and mazes. 
Music from, the origninal score 
also Crops up throughout the 
game, as well as many sound 
efFects. 

As Taran, an assistant pig 
keeper, you start off by your 
cottage. A goose honks about the 
yard, and a goal proves 
troublesome, approaching you 
and insisting on playing tag. Hen 
Wen, your favourite pig, is 
grubbing around in its sty. The 
yard is alive with animated! 
creatures, running around and 
making noises. 

Your first job is to feed Hen 
Wen, and to find (he food some 
looking around inside the cottage 
is necessary Once fed h make sure 
you follow the pig, and something 
magic will happen setting you into 
the game proper. 

Without this early action, further 
exploration will not lead to much. 

Your journey takes you through 
forest and swamp to a castle wall, 
where the guards are throwing 
boulders down. Unless, of course, 
something nasty happens to you 
before you get there! 

There is a text commentary, and 




The puzzles are not quite 
adventure-type puzzles; 
nevertheless, quite a bit of 
thinking is needed to work out 
what to do, The package, 
illustrated with original Disney 
artwork, has an illustrated glossy 
handbook built m. giving you the 
background story, and playing 
hints. 

Altogether a very clever and 
varied game, with some 
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§ Vocabulary 

• Atmosphere 
t Personal 

• Value 



u/a 

a 

3 

a 

Keith Campbell 



although text input is supported, 
no words seetn to be recognised. 
Instead, commands are limited to 
DO, LOOK and USE, selected from 
an icon menu, 

As well as joystick or keyboard, 
the ST's mouse may be used to 
control the game. By dragging the 
cursor tn the direction of 
movement required, and clicking 
the left button. Taitui can be made 
to change direction. 

Clicking the right button pauses 
the game, and displays the 
command-icon window. To USE 
an item, its icon must be selected 
from i he STATUS screen, before 
issuing a USE Command in the 
command window. 




KINGS QUEST II 



• Supplier: Sierra On Lui&'Minorsoft 

• Machine: Alan ST 

• Price: £29.95 

You play the part of King Graham, 
and are charged (by the magical 
appearance of your predecessor, 
King Edward) to find a wife to 
bear you an heir to the throne of 
Daventry. 

In your journey, Graham is 
moved around with the aid of a 
joystick or control keys, over a 
bright and colourful cartoon style 
landscape. 

A little difficult ic control, 
sometimes, Graham has the ability 
to move behind or in front of 
objects such as trees and rocks. 

Each time Graham reaches any 
edge of the screen, a new picture 
loads from disk, and he moves on 
to the next 'location". There are 
plenty of them too — it is a big 
game. 



What rakes it oul of the usual run 
of arcade adventures, is that v. also 
accepts text input. Thus, when you 
gel to Grandma's house, you type 
OPEN DOOR, and the picture 
responds accordingly. If you push 
poor old Graham into the sea, 
SWIM is advisable, if you would 
prefer him not to drown. 

The parser accepts multiple 
word commands, and there is a 
text commentary which scrolls 
below the picture. Many other 
characters appear in the course of 
the game, and you can talk to 
them- 

However k TALK TO ... is about 
the limit of your own 
conversational powers. The TAB 
key takes you to a text SCORE and 
INVENTORY screen. The potential 
cop score is 18S, with points being 
awarded fairly sparingly in ones 
and twos, for performing certain 



As well as Graham himself, 
there are many other pieces of 
animation in (he graphics. Fish 
leap in and out of the sea, the 
Witch Hagatha stus her cauldron 
over the fire . . .All this, and sound 
effects toot For example, the 
church bell can not only be seen 



toor 

Running on an Atari ST, it is not 
necessary to have a hi-res 
monitor. The game displays quite 
cleariy on a TV set. using the STM 
version of the computer, atid the 
text, which scrolls below the 
picture, is eu a comfortable to read 
40 character mode. 

Sierra describeJitmo/i- Quest as 
3D animated adventure, and 
certainly ih-eir claim - that it 
represents a totally now approach 
to computer adventuring — is true. 
Well, almost, for a similar 
technique was used in Zim SaJa 



Bim r from Melbourne House. The 
Sierra implementation runs on 
more advanced hardware, and is 
streets ahead of Bim and its genre, 
so it ought to be, too, at £29.951 
The plot, and cartoony style 
graphics, make King's Quest very 
Suitable for the 8-11 age range, 
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Keith Campbell 




SEABASE DELTA 



• Supplier Firebird. 

9 Machine: Commodore 64. Amstrad, 
Spectrum 4SK 

• Flu* £1.99 

You're Ed Lines again, that punny 
reporter, who having completed 
Subsunk by sending the message, 
had it intercepted by enemy 
agents. Using a rnystenous 
magnetic force, they have 
dragged the sub into an undersea 
base. You must locate a mini-sub 
to escape, but also unravel the 
secrets down below. Will you ever 
get back to file your story? 

Right at the start you are 
standing by a corpse w)t ji a 
briefcase — shades oi Mission 



Impossible! No tape recorder 
here, though, but a quick frisk 
does no harm, and soon you learn 
of a plot involving a missile <o be 
fired from the base, 

Time to explore, now, and you 
soon discover how to operate a 
railway linking different pans of 
the base. Travelling is a rather 
laborious affair, involving 
fastening and unfastening your 
seatbelt, with an enforced delay 
whilst a commentary on the 
journey is displayed. This is a time 
waster, and as visits to a number of 
stations are involved, becomes 
very tedious. 

The technique of delayed 
response is used quite often, and 
is. even more annoying when you 



A NEW RATING 



A good game will generally 
achieve a high personal rating, 
irrespective of its price. However, 
advanced games, such as Infocom 
adventures, and Magnetic Scroll's 
Fawn . may rate 10 alongside a 
good cheapie. This does not 
reflect the overall quality of the 
package, Taking into consideration 
the advanced techniques of 



parsing, and of the hardware on 
which it runs. It might be that the 
really top games are vastly 
overpriced, the really bad ones a 
snip. So to reflect the inescapable 
differences in size, technique, and 
technology, and to take account of 
price, we have introduced a 
VALUE rating, whose appearance 
you may have noticed in the last 
issue, 



THE SLAVE 



• Supplier Gregory Software 

• Machine: Atari disk, £19.96 

• Available by mail order only frm 
Gregory Software, SA?<trd Street, 



TheS/ave claim to fame, apart 
from being British, is that the 
resulting adventure is not limited 
by the memory size of the machine 
it runs in. The bulk of the data 
remains on disk, and is accessed 
as needed by the program. 

TheSiave comes on one double 
sided disk. Side one contains the 
creator itself, and side two, the 
now extinct Atari DOE 3, and 
without them your masterpiece 
cannot be compiled into the 
finished article. 

On booting up the disk, you're 
presented with a menu, from 
which you go on to the various 
sub-programs which take some of 
Ihe hard slog out of creating your 
adventure. 

I say 'some' because no unlity 
can hope to create an adventure 
without a little application of brain 
power. 

First and foremost comes the 
writing down on paper of the 
concept which wilt eventually 
become an adventure, I drew up a 



small map, and added a few 
objects and problems. 

The next task is to enter text 
messages. These cover location 
and object descriptions, replies to 
examining an object, and 
messages resulting from an action 
in the game. As you create each 
description, you have a whole 
screen to work on. 

As you save each description to 
disk, a status line keeps track Of 
how many sectors you have used,, 
and information about the contents 
of each of the files are displayed,, 
so you can tell where you're up to. 

Next the locations are linked 
with the Exits editor. As the name 
suggests, here you inform the 
editor of the legal exits, and where 
they lead to. 

The process now becomes 
harder, in the flags editor, Flags 
are used to keep track of what is 
happening while you play the 
game. 

For instance, if you've found a 
key and unlocked a door, the flag 
assigned to the door would be 
changed, so you won't have to 
unlock it every time you go 
through. 

Setting the flags correctly, and 
making sure they are updated 



are trying to reach a table over a 
slippery floor. This problem calls 
for many attempts, both by way of 
vocabulary and ideas, and 
becomes very frustrating. 

The vocabulary is sparse and, in 
particular, I had great problems in 
operating a s wjtch, posit ioned to 
the right, and clearly marked 
LEFT and RIGHT. Eventually PUSH 
SWITCH tunned out lo be the clue 
to operating it, 

There is plenty to explore, lor 
apart from station platforms that 
have no exits, and seem to exist 
solely for the purpose of housing 
an object, there is a complex of 
passages and rooms on a number 
of levels, at the end of the journey. 
But can you get back! 



This is a graphic adventure- 
Most locations are preceded by a 
full screen picture,, quite detailed 
and colourful, and reasonably fast 
to draw. These are only displayed 
at the first entry to a location, 
unless you LOOK. 

Quite a reasonable little 
adventure, a bit of fun, albeit 
rather lacking in atmosphere 
appropriate to the situation. A snip 
at £1,99 



f Vocabulary 

• Atmosphere 

• Personal 

• Value 

Keith Campbell 




requires a lot of careful thought. 

Now the adventure must be 
given a vocabulary by creating 
two Basic program files, one for 
verbs, the other for nouns. All you 
have to do is to type the words in 
as Basic DATA statements. Each 
line holds a group of words of 
similar meaning. 

Now some code in SAL must be 
wnften. SAL (Slave Adventure 
Language) is what interprets the 
commands, and acts accordingly. 
It moves the player from place to 
place, checks to see what s been 
done, and issues messages as play 
progresses. 

Because SAL ls a language, it 
has its own commands, 
resembling a cross between Basic 
riir.d 7.7.?.? Assembly Language. 
This is by far the hardest part of 
the adventure creating sequence. 

All that remains is to arrange 
your files on to a fresh blank disk, 
and use The Slave once more to 
compile I hem into machine code. 

Slave is a good program. As Ear 
as creating an adventure is 
concerned , it has its own 
commands, resembling a cross 
between Basic and 6502 Assembly 
Language. This is by far the 
hardest part of the adventure 
creating sequence. 



All that remains is to arrange 
your files on to a fresh blank disk, 
and use TheSia ve once more to 
compile them into machine code. 

How good isTfre Slave? As far 
as creating an adventure- ls 
concerned, it does remarkably 
well. Just about every possibility 
and option likely is covered, 
including adding sound a title 
screen and game save and 
restore- 
Unfortunately, it does fat] down 
in two areas. Firstly, if you can't 
program in Basic to begin with, the 
Th& Siave is not for you. SAL is not 
an ideal way to learn. 

This brings me to my secur e 
gripe — the documentauon The 
manual supplied with my copy 
was not the final version; even so, 
there were some glaring 
ommissions which cost me a lot of 
time in trying to figure out where E 
was going wrong- 
Even so, if you can live With that, 
and have plenty of imagination 
and time, then theStave is for you. 
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? h ^|he little Japanese girl's 
I tTiouth opens :nto a small 'o' 

] L at the magnificence of the 
' \ umbrella you have just given her, 
it ind descends into the shelter 

* below ihe school. You follow her. 

* Yov wouldn't waul to spend much 

* "Line in this damp and filthy hole, 
y smelting of urine, 

You are suddenly aware of the 
■ i taint sound of aircraft overhead, 
I , ■unnoticed by the girl who is 
admiring her umbrella. The drone 
outside Increases, it sounds as if 
ihey're in a power dive. The girl 
covers her ears with her hands 
and whimpers. 

AU at once, the shelter is lit by a 
temfying flash of hghl, and you 
dive to cover the screaming girl, 
feeling the earth shudder beneath 
a crushing blast wave. Years later, 
she recalls to her grandchildren 
the. tale of the mysterious stranger 
who shielded her life from the 
rieadLy f adiation at Nagasaki. . . 
A dsasant walk through 
Kensington Gardens is the 
:.:-::".ot-'-": u - wtat: car. only be 
described as a magnificent 
interactive story from Brian 
Mcriajty. The atmosphere of the 
strolling tourists, the 



Here tegans i truuript ai ntfrut ion niifc 
mnm 

Hn liter xLlm* Fantasy 

toflrrisit mmi lefacua, Inc. All fi^ts rfsitysd. 

Tnmty is i traleiark gf [nigral, Inc. 

](it*r prtt*f 5 Version i 

RpIejsp LW Stria! Umber EiCtt? 

H 

LlfiCiStl-r Cite 

A rrHftid Did tr« Btife; the p#r iit-ulator s a ifey rgH tout* Jo*n th* 
LucuEff ifetk. Jhid? piths J»d *st ilan^ *r irgn fence, in: bouihiwht ieiieen 
th# iTfps, 

Nitre' s in aid doub mdfr thr tret, str uggJ Jrtg in open «n «brdU, Tn* ilifl 
last Hind isn't likin? it »s? (ur Ur, 

did iPlin, hut Sttf in ? Baf tricks. 



Jftrlp aid iDidn 

Tm b^m tP ipp-roach 



rlfr file 3& ■rang, 

?« JodL a iLttk closer »d Hinder to ynurifll. Tit tntif! left side nl h*r 
AtJ4 is scarrei with red Lkidjis, t*L?(jM htr orithlat features mtg i 
hjJfnuB ia St, Sht la.it hlvt t>tei j| aa iccidint DP southing,. 



A atrfjij pit gf Hind SAittltK Lt* men-EE La wt of the olr HMih's hdi-ds aid 
sbppps st in Id tie brioches of the Irt-e. 

The noun cirttt*, r he tree a He* tins, a^ing helplE^&lv upward . That urbiell 
obviously fcpjns i \s\ tfl hrr t lor i iistfut tear ft runtin^ itwi her itoei. Bu 
nabn-Sv except m sens to notice fcpr lass. 



After i -* H ■□ipnN, I he aid -qui ji-ih af» 
htlte kick aiu shufiles i dn * We 



tfci tree i vicious 



INFOCOM— INTER ACTIVE 
FICTION FILE 



fAbbrcvfations; I = Introductory level 
S = Standard level 
A = Advanced level 
E = Expert level 



MYSTERY 



FANTASY 



Wiln™ i S :■ 
S us peel (A) 
Deadline 
SVisiihriii^er 
/ork t 
I jk hauler 
/ork 2 
Zerk J 
Sorcerer 
Spdtbreaier 



by Stu Galley 
by Dave Lebling 

([) by Iiri;in Mi>riart\ 

(S) by Ddvc L^bling and Mark Blank 

($) by Dave Leblin^ard Mark Blank 

(A) by Dave Leblinsj and Mark Hkmk 

(A) by Dave Lebliry and Mnrk Hkink 

{A) by Steve Mcretsky 

fE) by Dave Lebling 



SCI-FI 



Hiteh Hikers tJuide 



Planettall 

A Mind Kortver \ niacin ^ 
Start russ 



(S) by 

Steve Mere is ky and Pony Adam ft 
IS> by Steve Mcretsky 
I A i by Steve Mcretsky 
(F.| by Duvc Leblinji 
(E) by Michael Serlyn 



ADVENTURt 



SL-.ihr:ilkcr 
Cuttbroata 

Infidtl 



NEW RF.LLASES Kall>hwi 
IriniU 



(I) by Stu Gal lev and Jim Lawrence 

(S) by 

Michael Berlyn and Jerry Wo I per 
(A) by Michael Bcrlyn 

IS) In Jeff O'Neill 
(S) by Brian Moriarty 



pram-pushmg narLnies, and the 
chudren sailing boats on the 
Round Pond, convey the very 
moodl of the place On a sunny 
afternoon. 

Suddenly, the wind changes, "It's 
rime!"' screeches the old woman 
selling bird food. As if in slow 
motion, a nuclear missile drops 
from the sky, directly above the 
Long Water, 

If you can escape the inevitable 
horror, you will be taken back intc- 
a world Where time stands sfill, 
save for the movement across the 
land of a shadow cast by a gigantic 
vertical triangle. 

A bizarre world, a no-hope 
world. Down by the river, an 
oarsman, half-hidden in the mist, 
silently plies his boat back and 
forth across unnaturally dark 
waters, ferrying skeletal figures 
from nowhere to nowhere, 

In this fantasy world, the 
relentlessly moving shadow is the 
key to a tour of all past atomic 
explosions. The site of every 
nuclear bomb ever exploded is 
here, reached through a toadstool 
door. You visit, yon observe, 
unable to change the course of 
ev&nts. Or can you? 

This is the first story from 
Infocom (hat recreates actual 
places and real events. The 
historic and geographic 
background has all been 
thoroughly researched , to give a 
Slantingly true to life 
representation. The most realistic 



of all these, claims author Bnan 
Moriarty, is the museum at Los 
Alamos, where he spent a 
considerable time to get an awful 
lot of detail. 

The game is puzzle oriented, 
and discovering how to enter the 
toadstool doors is one of the key 
puzzles. Some of the doors lead to 
inescapable death: some prevent 
you from getting back into the 
fantasy world — unless you have 
worked et out. 

Some of the doors are difficult 
even to find — either open or 
closed. Solving the problems 
gives a great deal of satisfaction. 

Being anJitteracf/ve Fiction Plus 
game means that Trinity will only 
be available for computers with at 
least 12Bk of memory. 

Brian Moriarty has warned me 
that I would need a true flO-column 
screen to be able to play the 
game. Sure enough, when the 
program started, the screen 
announced, in 40-column mode, 
that at's resolution wasn't high 
enough to proceed. 

However, changing the 
resolution to Medium from the Set 
Preferences option on the Gem 



continue. 

Response on the ST is fast, and 
very Utile disk access is made 
during play. SAVE and RESTORE 
commands call up a window in the 
centre of the screen. 

An effective and unusual feature 
of the display, is the 
supenmposinon of boxes in 
reverse video, over the text, when 
certain actions call up a quotation 
from the likes of Lewis Carroll and 
Alexander Pope, 

Unlike most from Infocom, don't 
expect a bundle of laughs. There 
is humour in the game, but it is of 
the smile-along variety. A magpie, 
very reminiscent of the parrot in 
Scott Adams' .ftrafe , will often 
repeat your previous commands, 
or say things like: IT GO BOOM! 
He T U give you a clue or two mixed 
up with his chatter, so listen 
carefully to what hs h^ 10 shy 

A serious game, but not a 
solemn one, is how Brian 
describes it. Not political, Lt is 
philosophical, and very, very 
thought provoking. Futility, 
foreboding, and hope, are moods 
beautifully conveyed by a very 
sensinvo writing style. 

TVinify was the code word for 
the testing of the world's first ever 
Atomic Bomb, at Jornada del 
Muerto, in the Nevada Desert. This 
is where you will finally arrive in 
the game; "The fulcrum of history" 
is how Brian Moriarty describes it 
Will you be able to change its 
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Commodore 64 software 
to swap on disk and tape, 
have the newest games, 
send your list for mine. AH 
letters answered. Send to; 
E. De Vent. Rembrantd V. 
Rijnstr 17,4507 BS 
Schoondijke, Holland. 

Nightingale Modem & 

Comstar Rom — Only 
£100 r comes complete 
with manuals & leads for 
the BBC Micro. Bought at 
Christmas & has been 
hardly used since. Phone 
0843 62566 but preferably 
write to P. Cook, Manor 
House, Shipbourne Road, 
Tonbridge, Kent. As this 
address has no phone. 

MSX Programs for sale. 
Mugger Maurice, Home 
Budget, Sprite Editor, Bug 
in a Rug, Blobs. Sy Aware 
Software. £2.99 each, 1 
Merlin Close, Hainault, 
llford, Essex IG63XL. 

Texas Tl99/4a games for 
sale, including Munchman, 
Donkey Kong and 
Amazing, also 20 cassette 
games + Teach yourself 
Basic software, cassette 
leads all for £25 ono. 
Phone 4021) 472 2870. 

Top CBM 64 games to 
swap. We have hundreds 
of new titles, but you 
might have something we 
don't. So don't waste your 
opportunity and send us 
your latest list. M. Korpela, 
Ylannekatu 16 L 103, 20520 
Turku, Finland. 

Atari 800 48K ■ Atari 810 
disc drive with Happy 
enhancement and some 
software £200. Atari 130XE 
£100. Atari 850 interface 
£64. Phone Dorking 
711279. 

CBM 64 user wishes to 
swap Bomb Jack, V, Ace, 
Fairlight, Bounder, Yie Ar 
kunq fu, Pinq Pong, 
Uridium, Rock n Wrestle, 
Now games one & tow and 
Computer hits. Wants 
Robin of the wood, 
Spindizzy, Grc i tm Beret, 
Paperboy, Batman, Flight 
and Drop zone. Or sawp 4 
games for a Freeze Frame.. 
Or will sell for £6 each. 
Write to W, Ng, 29 St 
George Avenue, 
Kingsbury, London NW9 
0JT phone 01-205 1654 
after pm ask for Wenchfn. 



Commodore 64/128 

software to swap, very 
large collection available. 
Pleanse send you r last list 
to Bjarte Norheim Rene, 
Trollsteinveien 2, 
Kiiupancjruta, N 3250 
Larvik, Norway. Hurry up! 
All letters answered. By 
the way, greetings to 
Hellmates, S CC, 
Terminators and SCS, 

MSX software for sale or 
| to swap. Lots of new titles, 
including Way of the Tiger, 
Knight Lore, and Konamis 

(Tennis. Contact me for full 
list, all games are 
originals. Phone Andrew 
on (0934) 862646. 

Glasgow CBM 64 owner 

[21) wishes lo swap disk 
software with people 
preferably in same city but 
will accept others. If 
interested, send list or 
letter to; Neil Mclnnes Jnr., 
29 Greenside Street, 
Pruvanrnill, Glasgow G33 
1ES. Phone 041-770 6047. 
Prestel: 417706047. 

Matte 1 1 In television for 

sale with 7 games in good 
condiction, £50. and CBM 
64 games: on cassette; 
Tigers in the Snow, £5; 
Battle of the Bulge, £5; 
Colossus Chess 2.0 £5; 
Battle for Normandy £5; 
Combat Leader £5, or the 
tot for £20. Write to; Mr M. 
D. Wiliams 45a Averill 
Street, London W6 SED. 

CBM 64 acoustic modem, 
complete with all leads, 
interface and a large 
selection of database 
numbers, alt in originat 
boxes. Telephone{0602) 
226881 after 4 pm. Cost 
£50 new sell for £20. 

Atari penpal wanted to 
swap software etc. Write to 
Andrew Lapping 17, 
Wentwood Close, West 
Pontnewydd, Cwmbran, 
Gwent, Disc only. 

Norwegian CBM 64 owner 
wou Id Ike to swap games. 
All letters answers, Send 
your latest sfist to: Jim 
Skaar, Bryneheia, 4560 
Vanse, Norway. Phone; 
(043) 93676. Disk only. 

Atari 600XL 64K (memory 
module) 1010 tape deck, 
(under guaranteed, 
Quickshot II joystick, and 
games. Reasonable offers 



to, S. Parker, 41 BVennett 
Road, Chadwcll Heath, 
Romford, Essex, RM6 6ER. 

Atari software on tape for 
swaps. Mr Robvot, 
Montezuma, Mr Do's 
Castle, Gremlins, plus lots 
more. Lists to Mark, 5 
Wave rely Street. Derker, 
Oldham Oil 4HB. 

Spectrum software for 

sale, many titles, all 
originals. 7E Bristol Drive 
Battle Hill, Wallsend. Tyne 
and Wear. NE 29 9RG. Tel: 
081 26351265. 

64 Games freak wants 
to swap. I have most of the 
new titles from US and 
Britain. Disk users 
preferred. Send fist tor 
allan Elebeert, 13 
leperstraat 8400, 
Oostende, Belgium. 

GT 64 monitor for the 

Amstrad, £50! Also 
software £1 each I Electro 
Fredy, Roland on the 
Ropes, Roland Goes 
Digging, Mutant Monty, 
Spanerman, Danger 
Mouse in Double Trouble! 
Ring 856 1943 now!! 

CBM 64 disks Hobbit, Zork 
One, Planet Fall, Hitchikers 
Guide to Galaxy. Cost £70, 
sell £30 or split. Fourth 
Protocol tape, £4. Phone 
(037186) 668, 
evenings/weekends, ask 
for Norman. 

Commodore 64 data 
recorder, joystick and well 
over £ioo of software, 
including Summer Games 
II, worth over £300, sell for 
£190 ono. Tel; 0394 41 1023 



Amiga. I've got this 
incredible machine, and 
wa nt to swap ideas and 

Srograms. Many news, 
^riteto: Ivar Frolich, Alle 
gaten 11, 5000 Bergen, 
Norway. Write soon. 

Adventure Commodore 

64, Lost Idol of Life, £3,00 
cheques/postal orders to 
Dominic Kearney, 1 Bray 
Close, Cheadle Hulme, 
Cheshire. 

Lord of the Rings — need 
help? Just send £1 for 
complete solution and 
map (7 pages of A4). Also 
Heavy on Magifc, SOp. Send 
orders to Lee Hodgson, 54 
Church Street, 



Tewkesbury, Gtos, GL20 
5RS {please enclose SAE if 
possible). 

Spectrum 16K with 32k 
exapansion, includes 
Quickshot If, Protek, 
switchable interface, light 
pen, books, games, 
software, graphics 
software, worth over £400, 
will sell for £150. Phone 
041 649 5986. 

Many solutions to 
adventures completed, 
eg, Scott Adams arid 
I nfocom's. Write to Asrf 
Din, 37 Deeplish Road, 
Rochadale, GMCOLll 
1PH, England. Disk and 
cassette swappers needs 
as well. Commodore 64. 

Commodore 64 games to 
swap.-SQO - titles, 
including the latest British 
games and new US 
imports. Send list to; Mark 
Collins, 24 Beech Close, 
Gillway^amworthj Staffs, 
B79 8QH, England (disk 
only). 

For Sale Atari 13QXE and 

1050 disck drive with 
happy and US Doubler 
plus over 600 disk games, 
Genuine offers telephone 
022026 830 (West 
W ran in g, 
Cambridgeshire). 

CBM 64 software to swap, 
over 1 ,000 titles including 
all the latest, disk only. 
Send your list for mine to 
Walter Gray 14 Earlbank 
Avenue, Scotstown, 
Glasgow C14 SHE. Phone 
041-954 7391. 

Continuous Computer 
stationery in small 
quanities, 200, 400, 1 ,000 & 
2,000 sheets prices from : 
££1,43 for 200 sheets of 
plain listing paper + £3.50 
p&p; £3.99 for 400 sheets 
+ £1.99 p&p; £15.39 for 
2,000 sheets of 70gsm mcr 
perf - £4.60 p&p: £2.99 for 
200 sheets 4- £1.99 p &p ; 
£14.99 for 2,000 3.5 r z1.4 J1 
self adhesive labels + 
£1.99 p&p; £2.00 for 200 4 
£0.60 p&p. Send SAE for 
order form and price list 
to; Brigantic Computer 
Services (:CVGL PO Box 
51 7, Bamber Bridge, 
Preston, 0R5 60B. 



Everyone knows that computer gamesters have split 
personalities, On the outside they appear perfectly 
normal, sane, reasonable people. But underneath they 
are seething with repressed fantasies and strange 
violent urges. But you can never actually catch one of 
them changing. Unless of course you've got one of 
C - VG T s special Polaroid cameras specially modified 
by IDEAS CENTRAL and Domark to catch games 
players in the act of metamorphosis. There's a Jong 
word for you! 

We f ve got FIVE of these Polaroid instant picture 
cameras to give away thanks to Domark, who want to 
celebrate the release of their C + VG HIT! game Split 
Personalities. 

All you have to do is put an apt and amusing caption 
to the special Split Personalities cartoon on this page. 
Just what game is Maggie playing? And what are 
Ronnie and Sir Clive talking about? What has Mick 
Jagger got to do with all of this? Not to mention 
Michael Heseltineand Neil Kinnock! It's over to YOU, 
dear reader, for the explanation. 

Just fill in the competition coupon with your caption 
and send it to Computer and Video Games, Split 
Personalities Com petition , Priory Court , 30-32 
Farringdorr Lane, London EC1R 3AU. Dosing date for 
the competition is August 16th, normal C + VG rules 
apply and the editor's decision is final, And if you'd like 
to capture your own Split Personality on f ifm and send 
it to us, please feel free. We d like to see them! 





C VG DOMARK SPLIT PERSONALITIES 
COMPETITION 

Na me 

Add ress 



Age- 
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Atari ST owners look 

Degas, Pawn, Sundog, 
Bratatcas for sale -+ many 

others, originals V 2 price or 
less. Tel 0322 33041 1, 

Software Exchange Club. 

Fee membership. 
Exchange your unwanted 
games cheaply, send SAE 
for details and 
membership- Send to* 
OM-SPEC Software 
Exchange Club, 23 
Florence Road, West 
Bridgford, Nottingham 
NG25HR, 

ON-SPEC, a great fanzine 
With reviews, tips, maps 
charts, features, 
competitions, strategy and 
adventure features, 
penpals and the only FREE 
membership software 
exchange cfub run by a 
fanzine and also a free 
tape, containing at least 
four great games. Fanzine 
w<th tape only £1.00, 
without tape only 50 p. 
Send cheque/P.O to: 
ON SPEC, c/o David Lane 
23 Florence Road, West 

Bridgford, Nottingham, 
GN2 5HR, 

Amstrad CPC 464 with 

colour monitor, 8 months 
old + over £250 of games 

including Spindiz£y r Tau 
Qetit Highway Encounter 
Who Dares Wins II. Perfect 
condition, with Quickshot 
+ arcade joysticks, dust 
covers, worth £600, self for 
£240 ono. Phone Chris 
0468 41305. 

Attention MTk 500 users' f 
would Jikea penpal to 
swap news, games etc, can 
you write machine code? 
Send ietter + list to 47 
Gladstone Street, Leven 
Fife KY8 4GG, 

Spectrum adventures for 
sale. Over 20 titles £3 £4 
each inc. Lord of the Rings, 
Redhawk r Red IVToon r 
Fantastic 4, Seas of Blood 
etc. Many more recent 
titles. Please phone Robert 
on 8920463. Can sell aN 
together or swap. 

Latest Spectrum games 
for sale, inc Somb Jack, 
Heavy on the Magick, 
Superbowi. Green Beret, V 
CORE, Zoids, Quazatron, 
Twister plus more. Less 
than half price pur game. 



Over 30 to sell. Phone Rob 
on . 8920453 for details & 
full list 

Spectrum owners, I can 

help you complete over 
100 top titles {adventures 
a arcade including Lord of 
the Rings, Heavy on 
Magick, etc). Send SAE to 
Lee Hodgson, 54 Church 
Street. Tewkesbury, Glos, 
GL20 5RZ. For complete 
list, hurry! 

48KSpecturm. W. H 

Smiths data recorder, 
printer, datei digital sound, 
Lurrah speech and 
Microslot, two Kempston 
joystrcksand interfaces, 
over 70 games, etc, all as 
new, offers around £300. 
Telephone 070681. 

Commodore 64 softwa re 
to swap. I have all the 
lastest, send your list to: 
Gary Biasillo, 41 Dublin 
Croft, Great Sutton, South 
Wirral, L66 2TD or 
telephone 051 339 8512. 
Hurry, disk only, 

Commodore 64 plus 
cassette recorder, joystick. 
Simons basic, 30-40 
games, three volumes 
Input mags, and users 
manual. £250 ono. (worth 
over £600). Phune 06267 
4170. 

Atari picture disk packed 
with brilliant screens, 
includes auto picture 
fader, also amaging 
digitised music disc, you 
won't believe your ears! 
This disc includes two 
extra amazing graphics 
demos Both disc 
double-sided, four sides 
full for £9.95 post free. P. 
Cunningham, 11 Berwyn 
Avenue, Penyffordd, 
Chester, CK4QHS. 

Commodore 64 owner 
wishes to swap titles 
fnclurJing all the latest (disk 
and tape) send your list in 
return for mine to: Mike 
19 Kelso Walk, Darlington, 
Co Durham DL3 9UZ or 
phone D/ton 57994 after 
6pm, 

Blank disks for sale. 
Complete with labels 
wirte-protect tabs. Sealed 
on boxes of 1 0. 1 box £7 - 5 
boxes £30; 10 boxes £50* ' 
Phone (05827) 523? ask for 
Ian. 



Great Bargain! For sale 
Spectrum 48K with Sinclair 
Interface 1, a Microdrive, 
Decca tape recorder, over 
£120 worth of software 
including Green Beret Yie 

Ar kungfu. Sabre Wuif and 
many others. Also 

Kempston joystick 
interface, Quickshot f| 
joystick and many 
computer books and 
mags. AN you need when 
buying a computer. Worth 
around £430, selling for 
£255 ono, TelRayieiqh 
781076 y 

SwapCBM 64 games. 

Games include Bomb Jack, 
Superbowl, Starquake, V, 
PmgPong, Hardball, 
UridiumandFairlrghUf 
interest write to Clarke 
Colquhoun, Loch 
Monzievaird, Crieff, 
Tayside, Scotland, PH7 

MSX games for sale: Sail 
Break: graphic adv, with 60 
4 locations, aJso Treasur 
Isle: Adv. Both of them are 
only £2.95 each. Send 
cheque/PO to P. Jess, 58 
Legacurry Road,Lisburn 
Ml. 

MSX penpal wanted to 

swap fdeas and software, 
incuding Way of the Tiger, 
many Euoprean games, 
Alien 8, Flight Deck, dll 
Konamp games. Write to 
P. Jess, 58 Legacurry 

Road r Lisburn, Co Antrim, 
NJ, 

Continuous Computer 
stationery in smaJi 
quanities, 200, 400, 1 ,000 & 
2,000 sheets prices from : 
££1.43 for 200 sheets of 
plain listing paper +■ £3 50 
p&p; £3,99 for400 sheets 
f £1.99 p&p; £15.39 for 
2,000 sheets of 70gsm mcr 
perf + £4.60 p&p; £2,99 for 
200 sheets + £1,99 p&p 
£14.99 for 2,000 3 5 z 1,4'' 
self adhesive labels + 
£1.99 p&p; £2.00 for 200 + 
£0.60 p&p. Send SAE for 
order form and price list 
to: flngantic Computer 
Services {:CVGL PO Box 
517, Bamber Bridge, 
Preston, OR5 6DB 

Amiga and C64/128 

software to swap. (Disk 
only} Send your newest list 
to Kurt Vandorpe 
Guldensporenstr. 27 8020 
Oostrkamp (Belgium) All 



letters answered Tel 
050/825502 after 7pm at 
Weekend, 

CBS CoJIeco Vision with 
Atari module and turbo 
module. 3 Atari and 4 CBS 
cartridges. Good condition 
selling for £50 ono. Tel 
Keynsham {Bristol \ 67346 
Ask for Nick. 

Commodore 64 software 
for sale. Includes 
Baffblazer, Zorro, Thing on 
a spring Tir na nog and 
others, Prices between 
£1-£6. Phone 0543 — 
74382 after 6pm. 

U.S. Imports forCBM64, 

Popeye, Mr Dos'Castfe, 
Montzuma's Revenge, 
Archon ]JJ, Mancopter.' Ms 
Paceman, Rainbow 
Walker, Juno First, Frogger 
II, Q-Bert, Might Mission 
Pinbatl, Crystal Castles and 
OLD. F3 cassette, £5 Disk. 
U.S. Imports, 26 Hillside 
Road, Marlow. Bucks. SL7 
3JE. 

BBC Computer games for 

sale or swap, £2 each, all 
originals. Includes top 
titles like Gyroscope, 
Commando, Cavey Ring 
Uxbridge 59491 or send 
S.A.E. to 44 Ha re field 
Road, Uxbridge, Middxfor 
list. 

48K Spectrum, Stonechip 
Keyboard, VTX 5000 
Modem, Joystick + 
Interface, Light pen, 
Currah Speech + £600 of 
original Software, All nol 
games, Total cost, £900, 

sell for £350. Tel: — 0304 
373617. 

Amiga/Commodore 64 
users!! Contact; Robert 
Drost, Zwaluwhof 19, 
Stadskanaaf, 9502tt, 
Netherlands. Phone; 05990 
22439. I vegot lots of new 
games I want to swap or 
sell. Jf you are also heavy 
rn the softwa re call right 
now. 

Commodore 64 softwa re 
for sale, all originals at half 
price. Titles include 
Summer Games JJ, Elite, 
Zoids, Fractulus, Uridfum, 
Scarabaeus, Raid on 
BungelingBay, Stellar 7, 
Rocky Horror. Send S.A.E, 
for list to L. Brigdem, 395 
Norris Rd, Sale Moor, 
Cheshire, 
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/n the beginning was darkness and Clive said "Let 
there he ZXSO" and there was. And Clive saw (hat it 
was good* a nd ck uckled. ' a 

It came to pass that ZXHO hegat ZX81 which begat IX 
Spectrum which began begat ting a whole multitude. 
Clive was laughing. 

And the new star was called Jack . . . 
And jack's tribe was called Commodore. And the 
Commodores started spreading J ack's word throughout 
alt nations. 

Verily, Clive tried not to look concerned. But there 
was weeping and gnashing of teeth between the elders of 
the tribe of Commodore and the sons of Jack. 

And it came to pass that Jack and sons, the tribe of 
Commodore left to wander in the wilderness for 40 days 
and 40 nights. And jack chanced upon a dried up oasis 
in the wilderness called Atari, home of a strange but 
wondrous tribe called the Amigas, 

"Forsooth the Amigas left this very day for a tribe 
called the Commodores 1 ' said one of the elders of the 
Atari tribe "Most of my tribe left with them!" Jack 
looked visibly fieaved! 

Meanwhile ZX Spectrum had begat one tribe called 
the QLs t who worshipped a god called 68000. But the 
QLs were hit by plague which left the children ofQL still 
born. 

And it came to pass that Clive came down off his hill 
to see the multitudes worshipping a sugar idol. But 
be" fore Clive could break his tablet, Sugar had bought 
them r but, did not take Clive l s wafers, nor verily his 
strange chariot! 

Whether you believe this version of where 68000 
came from or prefer the more scientifically based "The 
Origin of the Chip" by Sir Clive Darwin there can be 
little doubt that 1 6-bit machines are here to stay and 
recent trends would suggest the market is about to 
innundated with 68000 based games, simulations and 
utilities. 

This feature concentrates on software for three 
contrasting 68000 based computers. The Apple 
Macintosh, The Amiga from Commodore and AtarVs 
520 ST. 

The Mac, as it is known, is a self contained system 
similar in shape to the late Vectrex videogame 
machine. It has an inbuilt disk drive and black and 
white monitor of very high resolution. Indeed it is the 
almost photographic Quality of Mac graphis that is one 
of the characteristic qualities of software written for 
this computer. 

The Commodore Amiga has been the computer on 
everybodies lips lately — not least Atari's lawyers.' 

Replete with every feature you could dream of the 
Amiga's 68000 chip has three others f the Agnes, Denise 
and Paula chips T to help it run through its repertoire of 
party tricks, which include inbuilt software speech and 
four channel digitised stereo sound. 

A computer with a realistic and affordable price tag 
is Atari 1 * 520 ST (or STM), soon to be superceeded by 
the 1 040 ST. For the first time gamers have the chance 
to get their sweaty palms on a 16-bit computer without 
spending thousands of pounds. 




DELUXE 
PAINT 

It isn't until you si i down with 
Electronic An*. Deluxe Ptinl for a 
couple of years that you begin to 
realise j list how awesome a machine 
the Amiga really is. This package is 
an open door into a new generation 
of potentially 'dangerous' graphical 




effects that one would normally 
expect to see on a Quantel Paintbox 
used by the big boys at the Beeb. 

Unlike drawing programs on 
mortal computers where you are 
presented with a preset palette of say 
[6 colours,£fe/{Mr Faint gives you a 
colour set window with slider 
controls for red, green and blue 
intensity, By moving these sliders up 
and down il is possible to choose 
from a palette of 4i096 colours. 
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Apart from wiling up a palette, 
various other presets can be defined 
in ihe colour window. Two of the 
most spec lacular are shade' and 
"colour cycle'. 

Any sequence of colours from the 
palette can be flagged as your shade 
palette. Now pick 'shade' from one of 
the pull down menus across the top 
of the screen and start to draw. The 
effect your brush has as it is moved 
over the screen is simitar to the 
colour changes seen on a strip of 
metal when an ovyaceivlenc torch is 
moved over its surface. 

Colour cycle allows you to flag a 
sequence of colours from the palette 
and [hen cause all areas on the screen 
with any of these colours to run 
through ihe cycle changing from one 
colour to the next and so on . , ♦ if you 
ever wondered what LSD was like 
then ihis is probably not far of r the 
mark! Cycle can also be used to 
simulate animation in your design. 

Another wondrous option is the 
smear function. Imagine your 
picture was drawn with coloured 
chalks on a blackboard instead of 
plaels on a screen. Drawing with 
smear W is like moving your finger 
over the blackboard but a lot less 
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Three more sliders — hue, shade and 
video — allow further tweaking of 
the chosen colours ... If you can'l get 
ike colour you want, it doesn't exist! 

Having created a palette it's time to 
explore the multitude of features on 
offer and what better way to start 
than to load one of the new ready 
made pi flu res that come with the 
program. Pick Tutankhamun from 
ike menu, wait three seconds for it 
load, piclt yourself off the floor and 
begin to play. 

By selecting the 'make brush 1 icon 
you can make any rectangular 
portion of the screen into a brush and 
then ihe fun starts. You can now 
stretch, flip, s h ear. invert, bend and 
rotate the brush just Like they do on 
Ihe Kenny Everett Video Show and 
Top of the Pops! 



DP does also come with all the 
normal functions you would expect 
to see in a graphics package 
including a brushes circle 'elipse- 
rectangle.line/fill ... the list is 
endless. 

Deluxe Paint allows the power of 
ihe Amiga lo be harnessed inEo uses 
never before dreamed of by the home 
micro owner ... ihe definitive 
software trip! 

BORROWED 
TIME 

Another major company already 
publishing Amiga software is 
Acti vision who, like Electronic Arts, 
are developing a mix of conversions 
and original material, 
One conversion from the 64 is 





ENTER ALL 
GET MAN 

l5S£ EJSJah 

ARREST DESK 
TELL PHONE 
SHOW ROtX 

SEARCH WINDOW 
KILL STAIRS 
FOLLOW 

OPEN RETURN 






THe phono is ringing. . , 

You see a couple of thu#s uAlkin& up the 
Alley toward you. When they see you. 
iney draw their {runs , 

In the tyi light ofttt all+y, the two 
frKtuars naJc* short work of you, 



Borrowed Time, an adventure where 
you play a detective called Sam, 
Unfortunately somebody wants lo 
kill Sam but which one of the 20 or so 
suspects is behind ihe threats on his 
life and WHY are they so hellbent on 
his demise? 

The game begins with you sitting 
behind your desk one sunny 
afternoon when the phone rings . . . 
"Sam,vou'readeadman.". . , nice, 
ehl 

\ 1 1 you have to go on are your old 
case notes in the filing cabinet and 
your detective's nose for sniffing out 
the truth. The case notes offer some 
help but beg as many questions as 
they answer. 

You hear murmers wafting up 
from the alky below. It's those goons 
. . . they tailed you back to your office 
but who the hell sent them? Anyway 
time for quick exit stage right! 

Every local km is graphically 
illustrated some better than others 
although overall Borrowed Time 
makes reasonable use of the Amiga's 
graphics without actually setting the 
world on fire. 

A limited number of the more 
useful words are shown on screen to 
save you having to enter them with 
the keyboard. The Parser, while not 
up to Pawn, or Infocom standards, is 
comprehensive and forgiving. 

A carefully woven plot together 
w ith some nice animated touches 
make Borrowed Time an intriguing 
and enjoyable adventure of 
anou-avcratje quality. 

ARCHON 

One of the companies spearheading 
the development of Amiga game 
software is Electronic Arts who have 
committed substantial resources to 
creating games and utilities 
specifically for it as well as 
converting many of their existing 
titles. 

Regrettably most of the 
conversions that have so far been 
released have not really been 
enhanced lo take advantage of the 
Amiga's superior graphics and 
sound capabilities., There are, 



however, exceptions to this trend 
most notable of which is Archon, a 
strategy board game based on the 
struggle between the forces of dark 
and light 

Archon is played on a 9> 9 board 
of squares, five or which are power 
points. The winner is the first player 
to occupy all five points or to kill the 
entire opposing force. Unlike chess 
where a piece is captured by landing 
on the square it is occupying, when 
you land on an occupied square in 
Archon the games goes into an 
arcade sequence where the two 
opposing pieces fight il out on a 
blown up representation of the 
disputed square. 

At the start of the game each force 
is IS strong made up of seven 
different pieces. One of the twists in 
Archon Is that the seven dark force 
creatures differ from the seven light 
ones so there are 14 different types of 
piece on the board at the start of the 
game. Each different piece has 
characteristic properties reflected in 
the way it moves on the board, its 
speed and potency during the arcade 
sequences and the sound it makes 
while moving. 

Electronic Art has used the stereo 
sound capabilities of the Amiga very 
effectively in Archon. Imagine 
microphones placed on the left and 
right hand edges of the board so thai 
when a piece moves from left to right 
the digitised sound effects of its 
movement fade from the left speaker 
and get louder in the right . . . this 
adds a new dimension to the game 
that the eight bit version didn't have. 

Archon is an unusual marriage of 
arcade and strategy and should 
appeal to devotees from both camps. 

KALEIDO- 
SCOPE 

One of the Amiga + s outstanding 
features is the Liter chip which can 
take something from one part of the 
screen and reproduce it elsewhere 
almost instantaneously. The net 
effect of having a b litter on board is 
continued ► 
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Effect of having a blitter on board is 
that the Amiga's already impressive 
graphics can be visually massaged lo 
produce visions fit' vet greater 
^tunabtLitvf 

.Ware erf the potential of the 
blttler, Electron iq Arts has 
produced a little ditty entitled 
Kaleidoscope , Th ink back into your 
distant past and imagine you're 
looking through your traditional 
kaleidoscope as you turn the barrel to 
Ft iterate an almost infinite number 
of patterns. 

Well the EA version uses exactly 
the same principle except thai is 
doesn't use a mirror lo create the 
snowflake' symmetry it uses our 
friend the blitter 

[f left unmolested Kaleidoscope 
v[\\ put on a two hour display of 
swirling colours, shapes and patterns 
that would leave you goggle-eyed. 

At any time pressing one of the 
function keys will start Ehe pattern 
generator going at one often entry 
points spread throughout the two 
bur display. Other functions allow 
you to wipe the serer n and you can 
even freeze any view that 
particularly takes your fancy and 
then save it- The saved file can be 
leaded intoifc/ujEefti/nr and 
tampered' with. 

Kaleidoscope is the kind of thing 
thai would look ultra-cool on a 
projection TV at a party . It doesn 1 t 
actual ly DO anything but it possesses 
a kind of hypnotic quality which 
prevents you from looking away and 
it certainly shows off one aspect of 
the Amiga's power to great effect. 




BARATACCAS 

Not everything was completely 
destroyed in the original Imagine 
funeral pyre. One of the most touted 
yel ev asive titles of that era was 
Bindcrsnatrh, the Wgagame 1 which 
was to be released for the Spectrum 
together with a hardware add on 
needed to contain the 'game of the 
decade'. Along wilh Eandersnairh 
virion sex- Imagine bods narrowly 
managed to avoid being repossessed 
along with the Ferraris, Three of 
(hew, including one-time director 
Eugene tvans, left to form a new 
company called Psygnosis t without 
any help from Bruce Everiss) in 
order to finally dmgBandersnstch 
screaming and kicking to market, 
(his time on the new super doop QL! 
. . , enough said. 
Then tame those rumours from 



years, there were machines into 
which The Snatch ' could be 
crammed. The ageing megagame 
was, once more, brought out of 
reti rement and work began on 
converting it lo the Mac, the new 
Atari ST and the soon to be launched 
Amiga. 

Psygnosis had a great chance of 
establishing themselves as a major 
player in the new 16 bit arena 
because they were almost the first 
company to release a piece of 
entertainment softw are onto a market 
which still had a definite 'wait and 
see 4 attitude towards the ST and the 
Amiga. The one flaw in all this was 
the game itself. Even after all this 
imwBarataccaSi as it was now 
known , sii II bore al I the scars of its 
unenviable pedigree, 

Very briefly, the game is a side 
view, room-ro-roonii multicharacter 
and object, all- singing, all-dancing 
arcade adventure set in a small 
mining asteriod called Barataccas 
situated in the outer solar system , , . 
(well nobody could have made up a 
name like that!! 

You play the part of Kyne who has 
fled to the asteriod in search of a 
sanctuary and proof of h is innocence 
having been wrongly accused on 
Earth of genetic fraud. 

Unfortunately the game is not fun 
to play due to numerous bugs (most 
small in themselves but should they 
Still be there after all this time?) and a 
horrendous! y unfriendly control 
configuration for mouse 1 joystick 
and keyboard, OK you can make 
Kyne do lots of di fferent things but 
wouldn't it have been better to limit 
these in the laudable name of 
payability. 

Baialac ran is definitely a game 
whose origins are far more 
interesting than the end product 

MIND- 
SHADOW 

Mindshadow is another of 
Activision's Amiga con versions, 
l-ormerly a vailable on various eight 
bits including ihe 64 and Am s trad it 
is another adventure designed by 
Interplay, Mindshaduh uses the 
same screen configuration as 
Borrowed Time (see above) hut the 
plot and setting are somewhat 
different, 1 can do no better than lo 
quote t he first few lines on the box 
which as vithBorrowed Time, set 
the scene perfectly. 

"You find yourself lost in the 
middle of nowhere. In the middle of 
a mystery. Who are you? Where will 
you go? What will you do? , . . You 
for answers. For your 
f. And for Ihe faceless 



BUY 

CLIMB 

DIG 

DROP 

ENTER 

FOLLOW 

GET 

GIVE 

LOOK 



ALL 
BEACH 
BOAT 
BOX 
HUT 
MAM 
OCEAN 
TREE 
\ 




e Mountains. 



betrayer who left you to perish." 

The game starts on the beac h of a 
deserted island from where you can 
move in traditional adventure 
fashion through locations, all nicely 
tarted up for the Amiga. 
Comment! ng on the quality of the 
plut in this one is tricky as I've never 
got very far into it. But those bit* 
already seen suggest Mind shadow is 
every bit as fun as Borrowed Time, 
both of which are available on al] 
three systems dealt with in this 
feature. . . nice one Activision! 

A MIND 

FOREVER 

VOYAGING 



Infocom have long been 
their disk-based, text-only 
adventures such as theZor/t trilogy 
and the more recent Hitchikers 
Guide to theGafezy. 

To date all lnfocom"s games have 
been converted to a multitude of 
different computers (normally in 
excess of 18 or 20) includ ing e? ght hi t 
systems like the 64, TRSSO and now 
the Amstrad. This has meant that all 
their games (which are identical on 
every system) have been restricted in 
smpc by th? most li miring of r]ie 
eventual target machines- 

4 Mind Forever Voyaging {AMFV) 
represents a departure from t hi s 
policy as it is designed to run on I f> 
oil systems only, meaning the palette 
from which it has been fashioned is 
far richer and more varied than ail 
lnfoConTs previous adventures. 

The years is 2031 . The world is on 
the brink of chaos. Crime and urban 
decay are rampant. The use of 
'joybooths' to 'tune-out 1 is becoming 
more widespread every day. The 
superpower race to develop the 
ultimate missile defence system has 
ended in a draw sparking off an even 
mure ominous race to develop 
miniature nuclear weapons small 
enough to be smuggled past security 
systems in a jacket pocket. Yes, 
things are not good and they look like 



getting worse. 

Enter Senator Richard Ryder, who, 
together with leaders from 
government, Ihe universities and 
business announces the plan for 
Renewed National Purpose. "Only 
one thin £ stands between the Plan 
and it's adoption: a lest of its 
validity " 

Enter PRISM the world s first 
sentient machine. The theory behind 
P R I SM "s development was to make 
its programming as similar to the 
'prflgrammin g* of the human m i nd as 
possible ... the human experience 
would be simulated from the very 
first day of life! 

This soliptic programming 
process, as it is known, takes almost 
as long as the events it simulates, 
After 1 1 years PRISM, within the 
context of the simulation, is now 
about 20 years old, but how will this 
2D- year-old react when he's told that 
he's a computer? 

You play the part of PR ISM 
'awakened 4 from your simulated life, 
vou have your true nature revealed to 
you several years ahead of schedule, 
Vou have been chosen to use your 
unique abilities to enter a simulation 
of the future based on the tenets of 
the plan, 

As PRISM there are five 'modes' 
that you can enter. These are 
communications, library, interface, 
sleep and simulations. Space 
prohibits detailed blurbs on each but 
suffice is lo say that comms and 
sleep are self explanatory, while 
library mode allows you lo sift 
through rcanii of pertinent data and 
background info concern in £ life in 
2031, you, the Plan and many other 
related subjects. The shear vol Lime uf 
text here is a direct consequence of 
the increased memory in which 
AMFV has to run. 

Afler 20 or so hours Looking al 
IMFV [*et the feel ma that ] have 
done little more than scratch the 
surface of what looks like another 
fascinating piece of Interactive 
fiction, 

continued ► 




SUNDOG 



A relative newcomer to the game 
softwa re scent is FTL a San Diego 
based outfit who have recently 
released their first game For the ST 
tniittedSundeg. 

Sundoz jsa science fiction 
adventure game set in the Jebal 
imperial Protectorate, a loosely-knit 
Federation of planets. The main 
action takes plac* b the- Drahe* 
region, a cluster of 12 systems 
incorporating I % Inhabited planets. 
You can move between systems 
planets and cities as well as wander 
about inside each aty. 

The story has it that y our uncle has 
recently died under suspicions 
circumstances leaving you three 
things: some money, a one-man star 
fighter — the fiundog — and a 
contract he signed to help in the 
building of a colony for a religious 
group. 

You have three tasks. First locate 
the colony, which is called Banvjlle. 
All you know is that it's somewhere 
on the planet Jondd. Second, with the 
money from your uncle, find\ huy 
and deliver all the goods necessary to 
finish huilding the colony. Third, 
find the eryogenically-frozen 
colonists, who are located in 
warehouses scattered all over the 
Drahew region, and lake them back 
to the colony as required. 

The game is played in different 
modes from the control deck of your 
fighter 10 driving and walking 
around the cities. The graphics 
change between modes to show you 
in different environments from 
different views. 

Unfortunately, despite a nice idea 
and some lovely graphical moments, 
the overriding task of locating and 
trading various commodities in 
order to build a colony becomes 
repetitive after a while and it 
becomes apparent that the t 
all its nice little touches, is 
shallow to be considered a 
standard bearer for ST 
entertainment 



functions and presets which allow 
you to create complex pattern 
sequences and then draw with them 
by moving a joystick or ? in the ST's 
case, a mouse, the results even a 
novice 'spacer 1 can achieve are ouite 
staggerin g and really put the STs 
graphics chip through its paces. 

Tftl not a game" says Minter "it 
dttes not fit klo any category. It is 
the v ideo equiv alent of a guitar; a 
guitar has no intrinsically useful 
function, but the playing of it 
provides pleasure . . .Cohurspsce 
allows the same creative pleasure to 
be applied to light shows," 

It is true to say you get out of 
Coiourspace what you put in and 
those not into making pretty patterns 
on the screen should look for their 
kicks elsewhere. Those of us, 
however, who fancy die idea of 
playing around with pattern 
expansion modes 1 slarfleld effects, 
rotating colour flows, auto-strobe, 
streak cluster lengths and key 
triggered colour events not to 
mention about 100 other controls, 
will thrill to the special effects the ST 
andCo/onrspac* between them make 
possible. 
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COLOUR- 
SPACE 

Jeff Minter has launched some £an> 
products in the past but in 
wkxtsptec he has put together a 
bov of retina benders with which you 
can crea le t isual I y outrageous 
patterns of infinite shape, colour and 
movement ... a do-it-yourself 



THE PAWN 

About a year ago an adventure 
called TJje Pawn was released fur trie 
QL with little more than a ripple of 
public reaction or praise. Now that 
The Pawn has been released for a 
range of sensible machines, notably 
the ST, it is, quite rightly, attracting 
attention from all quarters, 

Written and programmed by 
Magnetic Scrolls, J"Ap Fawn is set in 
the magical world of Kerovnia 
during a period of great social 
upheaval. King Eric is having a hard 
lime of it! Public opinion has been 
turning against him ever since he 
banished the Roobikyoub dwarfs 
following the assassination of hi s 
hebved Queen jendah 11 although 
the real facts behind her death weTe 
never released. 

You arrive on the scene just as 
everything is starting to come to a 
head. Everybody seems lo want you 
for one reason or another, you are a 
pawn that they all want lo manipulate 
for their own ends. 

Three main things make The Pawn 
stand nut from the crowd; they are 
the graphics, the parser and the 
detail and humour of the text 
descriptions. 

1 h ere are 35 full colour pictures to 
lend atmospheric support to the 



choose your own halance between 
text and graphics. Incidentally the 
opening screen is a graphical delight 
which defies every rule in Atari's 
handbook and rumour has it that an 
equally outrageous pickie awaits 
those smart enough to finish The 
Pawn with a maximum score of 350. 

The parser developed by Scrolls is 
clever, although sometimes one gels 
the impression thai is has been 
designed to impress with party 
pieces like: 

"Get all except the eases but not 
the viol in case then ki II the man 
eating shrew with the contents of the 
violin case. Remove the shrew's tail 
and use it to tie the pole and the 
noose together,' 

Impressive stuff but hardly the 
kind of sentence mere humans would 
use. And yet much more simple 



sentences reveal a few niggles which 
mar an otherwise excellent parser. 
An example of this is the 
di scri m ination made bet wee n tlif 
singular and plural nf certain nouns, 
especially door(s), 'open the door 1 1 
typed only to be told there is no door 
here. The same sentence using the 
word 'doors 1 has the desired reaction 
. . , somewhat pedantic f 

Qu ice I he best thing about The 
Pawn is the dry, cynical humour that 
f ru'p* i i no m a ny u f (he location and 
character descriptions used to such 
great effect to parody many other 
lesser 1 adventures. 

Overall The Pawn is a most 
professionally produced, packaged 
and marketed product. Magnetic 
Scrolls and Rain bird Software hive 
alol lo be proud of. 
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computer den, 

Described by Minter as a light 
synthesiser, Cofourspae* is a third r 
generation derivative ol Psychedelia 
which appeared on the M about J 8 
months ago. All Winter s 

! with 



need \tl These works of art far 
exceed anything else seen on the ST. 
For added cheek Scrolls have 
emulated the Amiga's operating 
system by allowing you to pull each 
picture up and down the screen like a 
tenet jan blind thus allowing you to 



DEJA VU 

Most CfcSs (Consumer Electronics 
Shows} in the States are remembered 
for one or 1 wo products, hard wa re or 
software, that were really something 
special. One remembers with 
nostalgia the first fleeting glances of 
a real live Commodore 64 (albeit 
connected to half a ton of circuitry 
under the stand), or the excitement 
with which the Colecovision svstem 
was greeted (Amen}! The I9S5 
summer CES in Chicago also 
provided us with something which 




may yet prove to he a landmark in 
game design, although one could be 
forgiven for missing it as it wis 
hidden from view most of the time by 
enthusiastic buvers. 

The program can sing all the fuss is 
called Deja Vu and has just been 
release in this country bv the 
entertaining MirrorsofL 

Dcja l'u is an adventure game that 
can be played almost entirely with a 
nimiH'! I 'here is mi need lo work mi 
what to 'say' tu the program an 
communication is done using eight 
icons : Examine, open, close, speak 



operate, get, hit and consume* 

Becauff these can be used with 
earh other, and ^ ith objerc; a player 
is carrying a surprisingly large 
number of actions can be instigated 
usjnj; this very simple method' of 
input. 

Dep Vu lakes full advantage of the 
Mac's vi nduwi n g capa bilii ies h\ 
effectively assin_gin^ a separate 
window (or graphical inventory} for 
almost every object that can 
physically contain something else 
(including you), An example of this 
(in be seen at the very start of the 

Cwben you find yourself tin the 
of a men ? s washroom hav ing 
received a severe blow on the head 
Mfhich has left you with amnesia. On 
Oil door of the loo i s a raincoat which 
can be picked up simply by moving 
Ik cursor over it and. while keeping 
ik button pressed, moving ihecoat 
into (he window marked inventory. 
Von now have the coal and can look 
inside it by pressing 'open 1 then 
'raincoat'. 

Once ihe cursor is pressed over the 
cuai. a separate window appears 
showing all the items contained in 
the coat. One of these is a wallet and 
this loo can be opened to reveal yet 
another window showing the wallet's 
contents each of which, in turn, can 
bf examined. 

The adventure itself drops ihe 
player in a situation where lie has 
virtually nothing and remembers 
even less. Everyone else, however, 
seems to know exactl y what's going 
on h , . those thai are still alive that is- 
And why is everyone trying to kill 
you? The textual descriptions of all 
Ifae locations and people you may 
meet are humorous and 
atmospheric, really making you feel 
vou re back in Gangster? ille in Ehe 
20s or 30s. 

But ihe thing that sets Dep Vu 
streets ahead of an \1 h ing else i s the 
way the player can interact with most 
parts of each of the 60 or more 
location pictures sim ply by moving 
the cursor over the required screen 
element. A graphical example of this 
can be found in a bedroom where you 
stumble across a lady in a bed asleep. 
Only ber head can be seen above the 
bedclothes; however you can actual] v 
pick her up and carry her across the 
room. 

If you can get remotely close to a 
Mac you have to see Dep Vu... it's a 
revelation. 

THE ART OF 
WAR 

III 400- EC a Chinese philosopher 
called Son Tzu wrote The An of War, 
in which he outlined planning and 
strategy at war. The Art of War 
(TAW) has been studied by some of 
Lbe most brilliant military minds in 
history. The Mongol leader Genghis 
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khan based his own thinking on 
TAW and created one of the most 
awesome armies the world has ever 
known, It is widely held that the 
young Napoleon was inspired by lbe 
liU translation of TAW while Mao 
Tse Tung was greatly influenced by 
the work when writing his Little Red 
Hoo k. The Art of War is as valid 
today as it was 25 centuries ago when 
it was wriiten. 

broderbund's The Ancient Art of 
War is inspired by Sun Tzu" s 
philosophy and pit.? t. i>u ygai 1 1 ^r eight 
c on t rasi ing generals includ ing 
Genghis Khan, Julius Caesar," 
Alexander the Great, Athena and Sun 
Tzu himself. There are eleven 
campaigns from which to choose 
ranging from a straight race to 
capture two flags abandoned in the 
north to 'the Islands of Doom'. Bach 
campaign requires different skills to 
succeed and each of the generals 
exhibit different characteristics 
which reflect the principles of 
warfare prevalent in their lifetime. 

In each of the campaigns you start 
off with a certain number of troops 
(normally a combination of archers, 
knights and barbarians Ulthough you 
can create your own campaigns with 
the comprehensive construction kit 
which comes with the package. 

Invariably you are outnumbered 
by the enemy! Each group of your 
troops have their own condition and 
food levels which must be constantly 
monitored to prevent them from 
dying of starvat io n or evhati stion . 
Groups can also be given different 
formations which are critical in 
combat situations where 1 for 
example, you would never have 
archers at the front as enemy knights 
or barbarians could gel to them too 
quickly, 

Troops are moved over a scrolling 
map and the computer allows you to 
'zoom' in on specific skirmishes lo 
orchestrate proceedings personally, 
although battles will be fought 
automatically in your absence. 

Various displays give information 
as to the relative fortunes of both 
sides at any time during the 
campaign and time can be speeded 
up during periods of kittle contact 



with the enemy. 

Even if you have no interesting or 
empathy with, the concept of war this 
superbly-designed program is a 
fascinating study in tactks 1 planning 
and patience, 

PINBALL 
CONSTRUCT 



One of the original 'construction 
sets' was Bill Budge's Pinball 
Construction Set {PCS} which was 
launched back in 19S2 on the Apple 
II series machines. It has since been 
converted to various machines 
including the Commodore 64 and 
Atari 000. By far the best version of 
Ihe game so far is the conversion for 
the Mac which lakes full advantage 
of [he graphical and sound 
capabilities of the machine lo give a 
pinball program so authentic it'll 
have you lilting' 
you know it! 
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MAC 

and bounce, game logic and scoring 
can all be 'tweaked' to suit individual 
taste. 

Mac PCS uses authenl ic di git ised 
sound effects sampled from real 
pinball machines which together 
with the realistic ball movement and 
the 'hands nn n sculpting set make 
The Pinball Construction Set fa r a nd 
away the best of iti ilk. 

BALANCE OF 
POWER 

Another impressive package, from 
the same stable as Dep Vu, is 
Balance ofPo her, a game ( if lb is 
subject can ever be described in such 
light terms) of geopolitics in the 
nuclear age, As either the President 
of the United Slates or the General 
Secretary of the USSR the fale of 
your nation — and of the world — 
rests in your hands! 

Unlike most games, success in 
Balance of Power i BOP) comes lo 
those who know when to back down 
in an international fracas as well as 
when to slick to your guns. 

On loading Balance of Power yuu 
are presented wilh a detailed map of 
the world over which the cursor can 
be moved to highlight specific 
countries for more information. And 
Li's on the informal imi ^idcllial lliu 
increased memory and speed of IC 
bit technology really comes into its 
own because at the core of the 
program is a database which 
s imulates the pol itica I profi le of the 
globe and which can be interrogated 
for such esoteric information as 
'physicians per million', 'calorific 
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The program's features could fill a 
book but same of the more 
interesting include a palette of some 
40 parts from which the hasic table 
can be designed plus the facility to 
interface with Mar paint which 
allows you lo paint the boards and 
back drops of your games. A loolbos 
enables you to nail, wire t edit and 
change the shape of many nf the 
primitives used in the PCS which 
allows for an almost limitless 
number of designs. 

Physical characteristics, such as 
gravity, bumper power, ball speed 



intake 1 or 'school enrollment" for 
almost any country you care to name! 

Although the aim of the game is to 
e nha nee you r country's presti ge at 
the expense of the opposition the 
number of differenl ways in which 
this can be achieved is 
comprehensive to say the leasl. 
Imagine yourself reclining in the 
Oval office mulling over a piece of 
news just in from the CI A: '"Soviet 
government sends large military 
forces to assist Syrian regime". 

The kinds of lh ings that you , as the 
continued > 




US's Mr Big. may be ton [em plating 
would include intervention and or 
economic aid for ihe rebels, ihe 
making or breaking of treaties 
financial or otherwise and many 
others; besides. You can even reassess 
your country's diplomatic stance in 
the light oh his new information and 
may wish to carry out quiet 
diplomacy, public posturing, 
moderate pressure, intense pressure 
or even a diplo mat ic offensive. 

Of course the effectiveness of any 
of the above in pitrsuading the 
Soviets to reconsider their actions 
will depend on many factors 
including how important a piece of 
Syria is in the Soviet's global jigsaw 
and how m uch of a song and dance 
you make over the issue, Of course, if 
neither side backs down the .situation 
may escalate into nuclear war in 
which case NOBODY WINS. 

As with many 1 6 bit programs it 
would take an entire magazine to 
even briefly touch on all the 
mathematical models and research 
that has gone into Balance of Power. 
Smur bo. .U iiR i ned in the 
bibliography of quite the must 
comprehensive, well written and 
readable instruction 
manual con] pan ion that this reviewer 
has seen in more than ten years of 
playing computer and video games 
... the scale and authenticity of 
Balance of" Fowcr has to be seen to be 
believed, 

BOXING 

IF )mi thought Barry's, Frank's or 
anybody else's boxing games was 
good a couple of rounds with Sierra's 
Championship Boxing would put 
them in their place- Again the 
ad v anlages of I ft bit technology are 
there for all to see- Not only caii you 
recreate many of the greatest 
matches of all time but you tan also 
'custom build" vour oh n boxer 
specifying many of his 
characteristics such as age, weight, 
reach , best pu nch , accu racy, 
aggressiveness, killer instinct and 
even his past record: of cuts and 
injuries. Your boxer's fighting 
ability is also likely to he affected by 
till' way you answer questions on how 
hard he hits- his ability to take a 
punch and when he start* to gel tired- 

The bouts themselves take various 
forms both in the number and length 
of each round, the met hod of scoring 
used and. best of ail, the way in 
which you control your boxer. 

For those of you whose hands gel 
tied in knots just thinking about a 
joystick there is a strategy mode 
which allows you to manage your 
hover without throwing his punches 
for him. You can use action keys to 
"Iiikh mslructmns Wri the corner 
and the likelihood of your man 



taking the advice depends on how 
tired he i s and lhe sound ncss of 
what you're saying. Certain other 
keys can he used io change his 
general strategy tit between rounds. 

In arcade mode it's up to you to 
co n( rol your boxer's every move 
choosing from jab, hook and 



shuttle simulation which deserves to 
do well in spile of public 
disillusionou'iil with the real thing. 

Oro/frr puis you in command of a 
space shuttle which you must take on 
a series of missions ranging from the 
repai r of pre v iousl vdau nehed 
satellites toMMU (Manned 
Manoeuvring Unit! walks to the 
launch of new satellites in specific 
orbits. 

m 




uppercul . . .exciting stuff where 
liming and correct choice of punch is 
vital. 

The program comes with four 
booklets entitled ^History of Boxing - 
Program Guide 1 , 'How to Play' and 
' Box ing Clin ic\ The latle r is a 
humorously written blow-by-blow 

:k it E of the dos and dmiYi \->\ 

boxing, 

"All body shots are painful . . . 
even il a nets back up, he mav 
collapse from the pain. Chin and 
temple shots are not painful but can 
send the recipient to a whole other 
planet! 

Should be a knock oud 



The instruction manual intimates 
that after ex perience i s gai ned, by 
successfully completing a number uf 
m ission s> you wi II be asked to bu ild 
space stations and a skylab. 

Browsing through the 75-page 
manual one gets an idea of how much 
is in this program- From the 
excellent software speech as mission 
control "beams up' prompts and 
instructions to the clever way in 
which the many screen displays are 
configured to the useful time 
compression frature for those boring 
moments in space. QrhUer has it all, 
and is dedicated to the seven 



One of the new product releases at 
this year's Mac Show in San 
FraiL&isco was Orbits a shuttle 
simulation of great depth and 
realism, which generated ripples of 
excitement amongst those visiting 
the show. So much so, in fact, that 
Mirrorsofl boss Jim Mackonochie 
snapped up Lhe UK distribution 
rights for this and one other 
Spectrum HoLobyle product, Gaiu, 

Coming in the wake of the 
Challenger accident the release of 
Orbiter could hate come at a better 
time for Mirrorsoft, nevertheless this 
is a serious attempt at THE definitive 



GATO 

One uf the best chart performers in 
the Stales during the past twelve 
months has been a world war two 
CATO-ctass simulation si mph 
entitled Gaio. Although it ha* done 
for Billboard's software charts what 
Simon and Garf unkei s grealest hits 
did fur their record c harts. 

At the start of the game you will he 
given a mission in the form of a 
coded message and will be judged on 
your ability tn operate and navigate 
your sub as you attempt 10 achieve 
your mission objectives. 
There are the obligatory million 
, levers, pulleys and 



MAC 

displays all of which help to pass the 
time as you stalk your prey and 
prepare for the final assault with al \ 
torpedo tubes open and primed. 

Gato is well researched and 
presented on screen but somehow 
lac ks ihe bile of some of the other 
Mac packages around , , - definitely 
^ub 1 standard unless you are into 





SUMMARY 

The above are just a few uf the wealth 

of new and converted games being 

released on 16 bit machines. Many 

more were not included because 

some space i n C +- VG has to be 

devoted lo 8 bit software . . oh. well. 

The emergence of the Atari ST as 

an affordable entry into the world of 

the GfSOOO chip has acted as a catalyst 

which has stimulated many 

publishers of the 'wait and see 1 club 

to invest in the development of 

entertainment software for this and 

other 16 bit machines. 

The game software market can 

onh survive in a climate of change 

and innovation. This innovation 

cannot only enme from designers 

and programers (whn have already 

eked about as much out of the 

Spectrum as possible] but must also 

come from the hardware 

manufacturers who continue to be 

loo embarrassed to admi 1 1 hat I hei r 

machines will be used for games. 

That aside, the future for 16 hit 

games looks assured with many 

publishers on both sides of the 

Atlantic coming down off the fence 

on the side of progress. 

The next few months should see 

the release of a n umber of new titles 

for lhe ST and lhe Amiga from 

companies such as Anirog, Rainhird, 

Acti vision, Microdeal, Precision, 

The Edge, English, Ariolasoft, 

Talent. Mirrorsoft and and of course 

US Gold. From the U-S itself we can 

expect more from Infocom. 

With support like this il is difficult 

lo see the ST not becoming the 

Commodore 64 of the late 80 1 s. The 

Amiga, on the other hand, while 

appearing to be aimed squarely al the 

games market from a features point 

of view, certainly does not have a 

price lag lo back this up. Commodore 

are undoublably trying to milk the 

enure lucrative business marketing 

opportunities open to them before 

considering 'cheapening' tin more 

senses than one) the Amiga. 

With the increased memory and 

processing power of the ! 6 bit 

machines designers, programmers 

and, most important! v. you the 

games playing public look set to have 

afielddav! , 

ends here ■+ 
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MICROSELLS - It costs only £1 to advertise in MicroselH 



Wanted: Latest Atari disk 
software. For sale: Atari 
thermal printer, £35 ono; 
US Doubler, £25 ono; 
Spectrum data recorder, 
VTX modem, Kempston 
interface, 40 original 
games, £160 ono; CBM16, 
recorder, software, £40 
ono. Will consider 
e xc h a n g e f o r C B M 64 o r 
anything Atari. Phone 
Birmingham {021) 747 
3618, Nigel 

Spectrum 48 K software, all 
originals t for sa!e: Alien 8, 
The Planets, Hotshots, 
Knight Lore, £5.50 each. 
Bored of the Rings, 
Avalon, DragonTorc a nd 
KoKotoni Wilf, £4 each. 
Action Biker, Cosmic 
Cruiser and Survival, £1 
each. Reply to C. Hopper, 
13 Cornwall Gardens, 
Brighton BN1 6PH. 

Amstrad owner would like 
to swap Supertest 
Fighting Warrior, Snooker 
and would like Sam Fox, 
Get Dexter or Alien 
Highway. Tape originals 
only. Phone Richard on 
0602 3942S1 after 4pm. 

For Sale: Commodore 
MPS 803 printer, two 
months old and used only 
twice. Was £149.99. Sell 
for £60 or willing to swap 
for Commodore modern. 
Phone Ben 01-692 2957 
after 5pm, 

Amstrad 464 plus colour 
monitor. Only six months 
old and En excellent 
condition. Also including 
over 80 games with 
cassette holders, 
magazines, manual, 
computer care kit. Boxed 
as new. Sell for £300. Ring 
Simon on 0943 75608 (4pm 
to 10pm). 

All BBC users out there f 
Pen Pals wanted to swap 
games, information etc. 
Please include your Ifsts of 
games, all letters 
answered. Write to 
Christopher Brooks at 
Seawards', Lydcott Lane, 
Widegates, Nr Looe, 
Cornwall PL131QJ, 

Acorn Electron games to 
sell,47inalLMineshaft, 
Repton, Sim Football 
Manager and many more. 
Prices range from £6 to £1 
Write to J. Poka Jnr, 75 
Summerfield Crescent, 



Edgbaston, Birmingham 
E 1 G 0EW. Enclose SAE for 
list and telephone number. 

Amstrad CPC 464 plus TV 
modulator and games. 
Never used, five months 
old, £160. Also Atari 600 
XL, bargain £35 postage 
free in GB. Offers, Tel: 
(061) 707 3965 after 5pm. 

Spectrum, lightpen, data 
recorder and 36 top games 
including Movie, "V" and 
Gunf right, all £140. Will 
sell separately. Walt ham 
Cross S 



For sale: Five sets of 10 
Amstrad a ames, each set 
£30. Send cheque or postal 
order to Mr M. Laing, 27 
CornhNI Terrace, Aberdeen 
AB2 5YP, Scotland. 

For sale: Intellivision, 
video games system, still 
boxed, excellent condition 
with 10 games including 
Soccer, Burgertime, 
Boxing and other great 
games. Includes box to 
hold games. Worth £180 
will sell for £80 ono. Phone 
664 2B41, outside London 
0689-42841 

Commodore 64 games to 
swap. Have over 1,200 
games on disk and tape 
Send list for prompt reply 
to A. Hall, 33 Fransham 
Road, Pallister Park, 
Middlesbrough, Cleveland 
TS3 8PY. 

CBM64,CZN r Wica3-way, 
joystick, £450 of games 
including Uridium, 
Paradroid, Wiz. Lair, 
Dropzone Arc, Yesod and 
others. Also Adventures, 
Level 9, LoR etc. Many 
magazines, worth £100 + . 
Worth £700, the lot for 
£250. Tel : Soton (0703* 
7f " 



For sale: Commodore 
8250, two megabyte dual 
disk drive, leads etc. Works 
with all Commodores, 
Excellent condition, worth 
£900, Must sell for £350 
ono. Tel 021-771 1383 and 
ask for Anje, 

Spectrum games for sale. 
Over 100 games for sale at 
very low prices. 
Commando, Bomb Jack, 
Winter Games, £4 each, 
Moon Cresta, Frankie, 
Baseball, £3,50 and many 
more Also Prism modem, 
£25 brand new. Currah 



USpeach only £10. Send 
SAE to K. Burnharn, 63 
Sandhurst Avenue, Hodge 
Hill, Birmingham. 

Complete computer 
system. BBC B, Acorn DS 
800K duaE drive, Microvitec 
M Res colou r monitor, Star 
D.M. printer — tractor or 
friction feed plus over £200 
of software, Replay and 
Disc Doctor Roms, New 
over £1,750. Sell for only 
£650. Tel: 064-385-204 
after 7pm. 

Commodore 64 with fitted 
reset button, complete 
with leads, user manual, 
transformer and box. 
Commodore CZN cassette 
recorder with box, Over 40 
titles of software, 
computer dust cover, 
manuals and magazines. 
Will sell for £150 ono. Tel; 
Holyhead (0407) 4725, 

BBC B games for sale, 
Many top titles on 
cassette. All originals in 
mint condition. Most less 
than half price. For list 
send an SAE to: Mark 
Rendle, 72 Ashby Avenue, 
Chessington, Surrey KT9 
2BLL 

Atari 8O0XL and 1050 disk 
drive with Lazer 
Enhasment will copy 
protected disks plus lots of 
software on disks 
including latest games, 
£230, Will split. Ring 
01-597 7787 

Plus 4 computerised 
magazine plus benefits of 
user g roup. For details 
send SAE to G, Smith, 14 
Beach Hill, Wellington, 
Somerset. Also software 
{64K|for sale. 

For sale: Spectrum + , VTX 
5000 modem, Kempston 
joystick interface, dust 
cover, software. Excellent 
condition, £1 10 ono. 
Phone: Newquay 872902 
evenings, 

Atari 80-0XL, data recorder, 
Ouickshot II joystick, 
manuals, books and over 
80 top quality games, 
£120, Write to Jason 
McKewon, 21 Frederick St, 
Nth Meadowfidd, Durham 
QH7 8NB. Also interested 
in software swaps. Phone: 
Durham 781326, 



For sale: Commodore 64 
games on tape and disk at 
give away prices, For 
details send SAE to G. 
McGibbon, 58 Church 
Street, Coatbridge, 
Scotland MLB 3DP. 

Commodore 64 owner 
wants to swap software 
with people everywhere. 
Have hundreds of games 
on disk and cassette. Every 
letter answered, Send lists 
to Peter Goodyear, 10 
Hynton Avenue, 
Winter slow, Salisbury, 
Wilts, England. 

C64 owner wants to swap 
d isk softwa re anywhere i n 
the world. I have 700+ 
titles, I promise every letter 
will get a reply. Write to P. 
B. McNichol, 12 Yearlsley 
Grove, Huntingdon, York 
Y03 9BXnow. 

Your programs to 

microdrive. Send one 

cassette with two 

programmes (no originals) 

plus one formatted 

m/drive cartridge, plus 

£1.50inc p&p, to Jim 

Brown, 8 Harris Court, 

Dreghorn, Ayrshire KA1 1 
a ip 



Commodore 64 games to 
sell or swap on 
disc/cassette. All the latest 
titles. Please write to Ft. 
Mansfield, 1 1 7 West row 
Drive, Barking, Essex iG 1 1 
9BW, or phone {01} 591 
6996 any time Saturday or 
Sunday morning. 

Yugoslav cracking service. 
Commodore C64 & PC128. 
We want to swap all over 
the world. Overseas 
specially. Almost new 
things, please no 
beginners, disk and tape. 
Just send your new lists. 
Thanks! YILCS., NaProdu 
38, YU -62391 Frevalje, 
Yugoslavia, Europe. 

Core — an excellent 
adventure game for CBM 
64, tape only, £2. Over 75 
locations. Send £2 now to 
Derek Doran, 3 Glenavlin 
Park, ChapeJizod, Dublin 
20, Eire. 

CBM 64 software to swop, 
tape or disk, many new 
titles. Phone: Peter on 
(0707) 874336 or write my 
list for yours. P. Hrouda, 2 
Farm Close, Cuffley, Herts 
EN6 4RQ. 
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RAGON'S 
LAIR 



Dare you en ter the lair of the 
dragon fln d face the ultimate 
peril to rescue Princess Daphne? 

Yes, Un^un s 7^r, Magic om'*. arcade 
smash and one of the first laser-disc 
games to reach (he L'K, is now available 
for your computer. 

C 1 VG braved the wrath of the fire 
breathing monster- the wonderfully 
named Singe - to bring you this 
exclusive preview of Software Projects' 
new game. 

The games main primmer, John 
PanifiH, has been working on the gam e 



But it's hard wort - there are seven of 
them! 

SKULL HALLWAY 

took before you leap as skeletal hand* 
clutch at you out of the darkness, bats 
swoop and you get stuck in goo. Sword 
play and quick moves are vilaL But 
don't move to quickly — or too late, 

THE BURNING 
ROPES 



ere it's a touch of the Tarazan* Dirk 




for the past sk months. The action 
closely follows that of the arcade 
original 

There are eight levels of play in which 
you, playing the part of Dirk [he 
luring, must react to u luatkm s 
dictated hy the computer. Points are 
scored for vanquish i tig the various foes 
found in Singe s lair, overcoming 
obstacles, finding treasure and 
conquering the various rooms. It's 
interesting to note that the Deri level is 
loaded into the computer as you play 
As farag] know [hafs never b«n 
done before;' says John, 

THE FALLING DISK 

The gameopens with Dirk standing on 
a ledge. He must leap on a large disk 
which is plunging towards a bubbling 
inferno of lava. The idea is then to jump 
ofTat a lower level to get access toother 
parts of the lair. Simple? Dont believe 
3t T " s fa,r ly easy (0 get on thodisk but 
airgenies materialise around von and 
try to blow you off the disk The only 
way to defeat them is to run at them 



time your jump*. V/alcb out for the 
weapons. They have lives of their own. 

RAMPS AND GIDDY 
GOONS 

Dirk has to jump from ramp to ramp, 
killing the goons. Again if you wait too 
Jong Dirk wiU find himself standing in 
thin air - hefore plunging into a void . 

THE TENTACLE 
ROOM 

This is Singe's laboratory where evil 
mutants lurk unseen until thev strike. 
Danger can come from above and 
below. 

I THE SECOND DISK 

This disk takes Dirk to the lowest 
lei-el's of the Dragon's lair. . 
again cause problems. 

THE DEADLY 
CHECKERBOARD 

Dirk must defeat the Phantom Knight 
Not [hat this evil phantom plays fair. He 
suddenly disappears Only to reappear 
elsewhere. When he lands on a square 
the ones near change colour. Touch one 
Of these and it will cost Dirk his life. 
Dirk must defeat the Phantom Knight 



Singed scorching breath. Dirk must 
seize the magic sword at the edge of the 
cliffand kill the dragon. Princess 
Daphne is then freed. 

Dragon I. Air was a winner in the 
arcades and should just be as big a hit 
011 the computer. It s fun, challenging 
and infuriating addicti ve We bet you 



lair. 

Dragon* Lur will cost for the 
Commodore 6i 1.2$ Spectrum 48/ J 2# 
and Amstrad. On d tse for the Amstrad 
ilwiUhe£13.A5. 



_jrs Profile 

Name: John Darnell 

Game; Dragon's Lair 

f avourite food: Steak 

Favourite TV programme Homon 

Favourite drink: 1 don't. 1 ' 

The thing most hated about the 

computer industry; The thing that 

gets me the moat is aS tJ» hype 

whrath^isuodungtobacfc it 
up/' 

Other games; M ^ ajv H and 




UCfi 

Fw&e r Sieve Birtles 
Manchester 




Dragon's Lair (the final 
screen) 

favourite food; Steak 
Favourite drink: (Justness 

TV programme: None 
most hated about tJje 
computer industry. The pnte of 
games _ they're too exoeiasive/ 
Other game* Je 



must swing from rope to rope. Time is 
all important but don't wait too long A 
raging inferno will ermpt and turn vou 
into a crisp, 

THE WEAPONS 
ROOM 

Thisisanothersereen which requires 
skilful! sword piay and the ability to 



with his sword. Watch for the knight to 
change colour - he then becomes 
vulnerable. 

SLAYING THE 
DRAGON 

Face (0 face al last with Singe tn his 
lair. Dirk must cross tn front of the 
dragon using boulders a_s_shields from 




WATCH THIS SPACE 
FOR 

FIST II - THE LEGEND CONTINUES 




1 



▲ 



This month Glare Edgeley lets you have a sneak preview of 
the sequel to Atari's revolutionary Gauntlet — eater 
Quartet, She also catches a ride on a rally bike in the 
arcade's latest racing game. Super Cross II 



• SUPER 
CROSS II 



You'd Ihtnk that motorcross would 
be on exiting sport to stimulate bu' 
you'll probably change your mind 
ofter you've seen Super Cross If. 

This appalling attempt to create 
a motorbike stiamble course 




nearly drove me round the bend, 
possibly because I couldn't gel to 
grips with my superchorgedsteed 
A1 full throttle H seemeo 1 to Irovel qI 
less than walking pace and was 
pretty sluggish to control, it's Wke 
driving through a bowl of custard. 

The idea is fa yt;1 round ihy 
obstacle course within a set lime to 
gel on the next level which is, of 
course, a harder obstacle course 
The firs! level is dead easy, ftide up 
and down sandy slopes |ump a 
couple of huge ditches — the bifee 
does thot automatically — hop 
across sleeping policemen ond 
logs Ond you're almost home and 
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haven't beaten us yet 
when if boils clown ta 
the nitty -gritty of who's 
got the highest score. 

We've received a 
number of challengers 
to the high scores table 
printed in the July issue 
and it just goes to prove 
that we con run rings 
round The Yonks! 

To kick off, Andrew 
Moore from the 
Republic of Ireland puts 
me right on Iron Horse 
which refers to the train 
you're riding on as it 
chugs through the Wild 
West, In this battle 
against □ gang of 
masked thugs you're 
given a choice of 
weapons: flame 
throwers, bombs, 
lassoes and bolas. 

And here are 
Andrew's tips: 

1 ) Duck when you're 
fighting to reduce the 
chance of being stabbed 
or shot in the back, 

2) Save the special 
weapons f or the 
Mexicans who duck 
down and fire bombs or 
flames at you. 

3) When you get the last 
carriage— usually an 
open cattle truck — get 
in front of the barrels 
and duck. Stay low and 
keep firing. Now the 



can get you is either by 
running into your line of 
fire or by chucking 
bombs or flames. In any 
case you known what's 
coming. 

4] Choose the punch 
option as it's more 
devastating. 

5) Dive into the alcoves 
in the carriages as the 
baddies hardly ever 
follow you in. And use 
the passageways 
between the carriages 
as they have to string 
out and you can knock 
them off easier. 

6) In the second and 
subsequent stages keep 
a watchful eye on the 
background and dodge 
the cannon fire. Duck 
when you see the bald 
guys as they throw 
knives at you. 

And from lee fay tor 
of Blackpool, Lanes, 
comes a tip for infinite 
lives on Dragon's Lair. 
Play a two player game 
and let ployerone lose 
a life. Then an player 
two's first man complete 
the game. Lose player 
one's remaining men 
and the machine should 
go into unlimited lives 
on player one. This trick 
will not work with 
American versions of 
the game, 



of Fame 



Mr Do's CosTte 
ID Yard Fight 
Pole Position 
Elevator Action 

Bomb Jack 



Chopliflcr 
Commqndo 
Hang-On 
Super Mario 
Buggy Boy 



123,950 
110,545 
106,500 

2,408,610 

592,030 
726,570 
49,658,320 
2,053,250 
B 1.590 



Lee Taylor, Blackpool 
Tim McSmythurs, Kent 
Matthew Bryden, Kent 
Sukvinder Leader, 
Leicester 
Martin Deem, 
Hampshire 



Romp no lindhovt, 
Holland 



Beat those if you can. If you have reached new 
heights and beaten the impassible, why not 
write into High Scores, Arcade Action, C VG f 
30-32 Farringdon Lane, London EC12R 3AU and 
enter the Hall of Fame, 
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BARGAIN SOFTWARE: 

Dept. C+VG, Unit 1; 1 Esmond Road; London W.4. 1BR 



GThBUY BY 
*a PHONE 
RING 01-995 2763 



PRICE PROMISE 

If you wish to purchase any product from our lis! and 
find that you can buy the same product cheaper from 
another mail order company, simply enclose (he lower 
amount, staling the name of the other company and 
where- you saw the advert (It must be a current issue). 
Price Promise does not apply to other companies 
"Special Offers". 
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REC 


OUR 




PRICE 


PRICE 


pyracurse 


9.95 


7.45 


DYNAMITE DAN It 


T 95 


5 90 


KUNG FM MASTER 


7.95 


5 90 


PUB CANES |T names) 


I 95 


7.45 


THEATRE EUROPE 


9.95 


7.45 


HI- JACK 


995 


7M 


BOBBY BEARING 


7.95 


5.90 


CAULORDH II 


199 


5 70 


■ED II AD MADNESS 


9.95 


7.45 


JACK THE NIPPER 


7,95 


5.10 


PAPER BOY 


7.95 


5.90 


ACE 


9.95 


i J5 


ACTION REFLEX 


7.95 


5.90 




J.9S 


9.90 


BI6GLE5 


9.95 


7.45 


IMI'OSSI&LE MISSION 


7.95 


5.90 


EQUINOX 


3.95 


5.99 


ATTACH OF T*HE KILLER TOMATOES 


7.95 


590 


SPLITTING IMAGES 


7.95 


5.90 


MEGA HIT 4 (10 $imtt) 


9.95 


?.4S 


ENIGMA FDHCE 


9.95 


5.99 


CLA0IAT0R 


a. 3D 


i: ,:i 


OUAZATRON 


8.95 


5.70 


SWEEV& £ WIIHI D 


7.15 


5.99 


HI&HT SHADES 


9.95 


S.99 


SABRE WIJLF 


9.96 


q.aa 


MODES DF YESfJD 


IJH 


+.39 


SPOHTS PACK |& spnrft pamttf 




5.99 


POLE POSITION 


T.99 


pi 


RAID OVER MOSCOW 


7.35 


5.90 


BEACH HEAT 0 


TM 


5.90 


GHOST £ GOBLINS 


7.95 


5.90 


TANTALUS 


a Hh 


t Ml 


TDAD RUNNER 


9.95 


5.70 


THE PLANETS 


9 95 


7.49 


5AI COMBAT 


£■55 


5.ZO 


REBEL PLANET 


9.95 


7.4S 


GREEN BERET 


7 95 


5.9B 


BOMB JACK 


7.95 


5.90 


LORD Df THE RINGS 


15.95< 


11.93 


{LUC 


14.95 


II 7U 


WAY OF THE TICEfi 


9 95 


7.45 


BAT MAN 


7-95 


5 99 


INTERNATIONAL KARATE 


i.95 


5.2D 


MORDENT* QUEST 


7-95 


4 99 


SUPERflDWL 


0.95 


7.45 


TAU CETI 


9.95 


7.45 


5DLD A MILLION II (4 Top Games? 


9 95 


7.45 


ARCADE HAU OF FAME i5 Top Games 9.95 


7.45 


COMPUTE H HITS II |1fl Top Games) 


9 95 


7.45 


HOT SHQTS (4 Top GantBsJ 


9.95 


7.45 


NOW GAMES' II 45 Cam rs| 


4.95 


6.73 


now GAMES [5 tomu) 


£.95 


6 79 


TURBO ESPRIT 


Si 95 


6.73 


MONOPOLY 


9.95 


7.45 


CLUEDO 


3 95 


7.45 


STAR STRIKE II 


7.95 


5. 99 


WINTER GAMES 


■ 95 


i 90 


BACK TD SKOOL 


7.95 


5.29 


SWORD & 5DRCERV 


9 95 


7 45 


BOUNCES. 


9.95 


7.45 


G &0OCR5 CHIC KET 


9-95 


7 45 


VIEW TO A KILL 


9.99 


3.99 


THREE WEEKS IN PARADISE 


995 


0 99 


ALIEN HIGHWAY 


7.95 


5.93 


ART STUDIO 


14.95 


11 29 


WAT OF THE EXPLODING FlST 


3 95 


6.59 


GAAPHIC ADVENTURE CREATOR 


2295 


afl 95 


TOMAHAWK 


9.95 


7.45 


BOUNIJtH 


195 


S.9I 


PENTAGRAM 


9.95 


7.45 


HEARTLAND 


9.95 


T.4S 



ORDERS OVER 

£30 
DEDUCT 10% 

f i iUM Il T i l I 



SHOG.UN 

LEADER BOARD 

BOULDER DASH HI 

KNlCHT GAMES 

MERMAID MADNESS 

SUMMER GAMES 1 

SOUTHERN BELLE 

TAU CETI 

RED 1 HAWK 

WAY OF THE TIGER 

BEYOND FORBIDDEN FOREST 

GHOSTS A ED BLINS 

FUJI GAMES 

TOUCH FOOTBALL 

CAULDRON II 

EMPIRE 

BONE JACK. 

PAPER BDT 

BlGG4.ES 

SILENT SERVICE 

SOU) FLIGHT 11 

GREEN BERET 

URIDlUM 

GAME KILLER ICim 
NEXUS 

G. GOOCHS CRIC*£1 
INTERHATTDNAL SDCCER 
SOLD A MALIGN |4 loc Li a ha; 
SOLD A MILLION II (4 fdp 0tMl) 
HfVS 

RGCK "N' WRESTLE 
INTERNATIONAL KARATE 
SPITFIRE 4fl 
SABOTEUR 

MASTER OF THE LAMPS 
MUSIC STUDIO 
ENIGMA FORCE 
HOW GAMES (6 This*) 
HOW GAMES IE (5 Tltltt 
FhGMT HJStfT 
WINTER GAMES 
PSffRON 
PSI WARRIOR 
FAME QUEST 
PARATROOPERS 
ELECTION TRAIL 
PODL CHALLENGE 
THE PIT 

GHOST MANOR A SPIRES PEAK 

WORLD CLIP FOOTBALL 

ON COURT BASEBALL 

ON COURT FOOTBALL 

FRIDAY 13TH 

VIEW TO A KILL 

50 GAMES CASSETTE 

SPI RIT OF THE STONE 

BOUNTY BOB STRIKES BACK 

COMBAT LEADER 

MUSIC SYSTEM 

POPEfE 

CAMELS 

HELL GATE 

HflYVER SOWER 

HEROES OF KARN 

BREAK FEVER 

ADVENTURES OF BASILDON BOND 
DEFENDER 64 
GANDDLF THE SORCERER 
LATER 2QHE 
PYJAMARAMA 
I AUTOMAHIA 



REC 
PRICE 

9.95 
9 95 
1.95 
999 
9.95 
795 
9.15 

a. 95 

9 95 
9.95 
3.95 
9.95 
3.39 
B.99 
3.95 
9.9S 
395 
9.95 
9.95 
9.95 
9.95 
1.95 

15 95 
9.95 
995 

T4.99 
9 9& 
9.95 

14.95 
9.95 
B.SO 

H. 95 
B.95 
9:99 

12.99 
9,95 

I. 95 
& 95 
9.95 
9.95 

19 90 



A. 99 
10 99 
14.95 

9 95 

14.95 
U.9E 
VJ5 
995 
9 95 
9.95 
9.95 
9.95 
3.95 
9.95 

B. 99 
9.95 
9.95 
9.95 



OUR 

PRICE! 
7.4*1 
7.45 
74Si 
5.70 
745 
7 45 
5.99 
7 45 

6 79 I 
7.46 I 
7.45 

7 45 
7.451 
7.45 
E.70 

h 

7.45 

7.45 
7.45 
7.+S 
7*5 
7.+S 
E.70 

11 SD 
7.45 
7 45 
i 99 
7.45 
7.45 

11.20 
i.59 
4.99 
7.45 
97D 
3.99 
4.99 
5 99 
5.99 
5.99 
5.99 
&.5B 
(.99 



2.99 
4.99 
4.99 
J. 99 

ml 

3.99 

4.39 

4.99 

4.39 

7.99 

4 99 

2.99 

2 99 1 

2.99 

2.99 ' 

2.99 

2 99 

2.99 

2.99 

2.99 

r.w 

2.39 



PAPER 4DY 

GLEN HODDLE SOCCER 
HYPER SPORTS 
RAID 
STARION 

FU HUNG IN LAS VEGAS 
ALIEH 3 

VIEW TO A KILL 
6H0ST 4 &0BLIH5 
SHIP QF DOOM 
INCA CURSE 
PLANET DF DEATH 
ESPIONAGE ISLAND 
OH THE QCHE (DARTS] 
AMERICAN FOOTBALL 
AMS GOLF 
STOCKMAIWtl 
SPACE HAWKS 
CODENAME MAT 
LASER WARP 
SPLAT 1 
30 INVADERS 
HUNTER KILLER 
GRANO PRIX DRIVER 
CHItfKlf ffLG 
MASTER CHESS 



K 



INTERNATIONAL KARATE 


&.5D 


4.99 


ANY KONAMI (Can.} 


17.95 




mayhem 


9.95 


3.33 


ZAKIL WOOD 


8.95 


3.99 


GU&IT 


7 95 


3.99 


HUMPHREY" 


7.95 


3.99 


CRAZY GOLF 


7.95 


3.99 


PUNCHY 


7.95 


3.99 


CHUCKIE EGO 


9.95 


3.93 


VACUUM MANIA 


8.95 


3.99 


SPECIAL OPERATIONS 


8.95 


3.99 


PANZER ATTACK 


S 95 


3.99 


LAZY JONES 


9 95 


3.99 


BUZZ DFF 


9.95 


3.99 


VIEW TO A KILL 


9.99 


3.99 


LAZER BYKES 


S.99 


3.99 


ELECTRON 






EMPIRE 


7.95 


2.99 


SNAPPER 


8 95 


7.99 


STARSMIP COMMAND 


B.95 


Z.99 


PUNETOID 


B95 


2.99 


TIME MACHINE 


S.95 


Z 53 


ARROW OF DEATH 


B.95 


2.99 


GOLDEN BATON 


B.95 


2.99 


ten little ikpians 


9.95 


399 


WIZARD OF AKTRZ 


B.95 


2.99 


ARCADIANS 


H » 


2.99 


HOPPER 


6.95 


2.99 


CHESS 


895 


2 99 


CFBERTHDH MISSION 


3.95 


3.99 


ELECTRON INVADERS 


8.99 


3.99 


FIVE A SIDE SDCCER 


9.95 


3.99 


JET POWER JACK 


8.95 


3.99 


FELIX IN THE FACTORY 


9.95 


3.99 


SNOOKER 


9.95 


3.99 


STOCK CAR 


B.95 


3.99 


CHUCKIE EGG 


9-95 


3.99 


GOiF 


B.95 


3.34 


KAMIKAZE 


9-95 


3.99 


KILLER GORILLA 


B.95 


3 99 


RD60TRON 


9.95 


499 


TALES OF ARABIAN NIGHTS 


6.95 


3.99 


CYCLONE ATTACK 


8 95 


3.99 



\ BARGAIN SOFTWARE ORDER FORM 

| Please send me the following titles BLOCK capitals 
i Type of computer , 



Title:— 


Amount 










Lr 









Name . 
Address 



- "... r 



JblbdlllilJldblbJl 



4 . 

Tel. No. ... 



Please make cheques or postal orders payable to BARGAIN SOFTWARE. 

Prices include P&P within the U K: Europe please add £0.75 per tape: 
Elsewhere please add £1 .00 extra per tape 
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wee vear5 agoXC* wgpe involved in 

GENETfC SXP&?meMTATtCW, ILLEGAL OF 
COUPLE EAN&E&OL&f 1 WA6T|4£- 

RESULT OF TfTglR RANPOM THEOffl £5, , -BLSM 
FOR ^fX MONTHS, TViey THOUGHT M£ SZupYC? 
Afr WELL/ I GATHe«£P-:MraKM/».T(C?NJ # SeCQMlN& 
"►EACH RAY-,LIMT1L FINALLY I 
ACT** 

^ ^mpl£ ta*k: RJCAlly^ x — * 

COMPANY WITHIN WV5_ IMITATE 

WILL 6^ £E3TC'0>ffi3, , PlGe^TEP 5LGWLY 
50 THAT I CAN A&50&& ALU VDUf? MeMOeiE^, 
MWiCXim ttXJ FEWetTLVHA t|A MOT a/EW VOUfc 

UWTtLirb 



0-fJU?lf^N WILL NOTE£e,„ 



too late:. 




1 



"9 



n 




TO BC CONTINUED —NEXT, MONTH. 



999 




MICRO ADS 




* Rl 400/600/800 XL XE 
OWNERS UTILITIES 



ON TAPE AND 
DISK. ALSO DISK 

DRIVE 
ENHANCEMENTS. 
FOR FULL LISTS 
OF UTILITIES AND 
GAMES SEND 
LARGE SAE 

Mail order only. 
Seven days tfeli very 

STOCKSGFT 
1 5 WOOOBROOKE ROAD 
BIRMINGHAM B30 1UE 



ATARI 400 OWNERS 

jjS?, "J""™ h, ir, si ihs idwniunno 1MI ^ .-sad 

JUul bid (mi) IhiSralw by your ! 6K' ~ 

lllri UE Im tall IntarmdlOT fe AO 4*Q. «]. QUI mm Gdni 
N" "ildan. SuTir, KTJ fcftT 



ATARI 400/600/800/800XL/XF/ST 



thamirint M6S UBRAflY O.ppes/ w best Atttl Club on 

Now irtcorporattns ST softwira (nto our stocks 

N^ ovbM 4O0li[lasondist cassette and &r>n ( games, bus™** «ducalian and utilities i 
Me* purchase popular programs m muflipleg & live or mm logiveSSS r^fr^ ! S 1= r 
Charx*. Alwaj^ adding appro^A^jy 40 r^ w program monK " wmb e r ** lair 

KS'sr manv * s ,ara ^ m icsiand - Swwten " W ™ 




return 

..-..r-club aclMlMSS, 
SEND LAflGE S.A.E, TO: 



MIDLAND GAMES LIBRARY 
48 Reaclway. Bishops Cteewe. Cheltenham, GFos 
T*?F 0242 G7 4960 9 30 4 30 



UK SOFTWARE EXCHANGE 



Swap your used software Free 
membership. Huge program base for 
ttie Spectrum and Commodore 64. 
Send s.a,G. for fast response 
and details to: 
UK Software Exchange Club (CVG), 
15 Tunw&H Greav e, Sheffield 55 9GB 



FftEI MEMBERSHIP SOFTWARE HIRE 
* VIC 20 * COMMODORE 64 • SPECTRUM 

Send an sae for your hirekit to 1 
VSH {CVr, PO Box 65, Nottingham NG1 
Please state which micro 



ATA ft I 400/600/800 XL 
SOFTWARE 

Wo hov» #n «|| round *«l&ctH>n gf disks, cu«-rr c . anc t 
c-rtndo*t FOfl HN Apply no* and h,r. fi™t C 
f Mm. Argund I ,QOO dtffw*n? orifllr,«* [|(| al f or Ti*ll 
"bTflrJ* send HfQp itamprnf Ktdremsrf <nvUoH « 
r.»«pnun« *w«nings 7pm- I Opm or VkMkwi^i, 

i nw ATARI PRICES 

ID 50 DISC DfllVE ri3I.M Hit i r *t 
3 31 UiflH.n N im 
19 »S«ICU Drrr. I7»« |Ml Ft* 
talk- >i4 *n*ta| pifuktti ivilLaki 
HIT QUANT* ftlSCS 
UUbbdU D DJS i. HIJI t* If pan fM 

(».tf tar IH put Int 
<A fU.K V 1J pHi Ptn, (hath faulty 

1K0 Htpn EnkiKMHU *U M Mil froth 
A SDFTWAIU OJJI 

thpi. u re. ji nftwT iHi ththt «*•*• 

' JIQ 4W, Til: Hint 



ERCENAKY 



KSCAPF FkOfVT TAKf j 



ANEW 
DATA5ET FOR 
COMMODORE fS 
& ATARI 



Second ( 



rum 

iVSSWCjEN CASSETTE fS.95 DISK £9.95 

NOVAGEN SOFTWARE-SALES; 142 ALCESTER ROAD 
BIRMINGHAM B 13 8HS 021 4493616 



ADVERTISEMENT INDEX 




Arca<Je 28 MailsofL.. 

Anolasoft 43 M^save 

Melbourne Hou&e .. 

^ rga,n 99 Midland Computers 

^ nd 16 Midland Games 

BljN(Jo fl 17 Micronet 

Mirrorsoft 

Cascade 39,48 MicioseM 

Charnwood 25 Mosaic 

Cut Price 28 



Design Design 
Discount 



New Concepts 
■■-12 Novagen...... 

...25 



Elite,,. 
Empire . 
English. 



.IFC.3 
88 

20 



Ocean. 
Odin. 



75 

25 

. 25, 75, 95 

25 

102 

70 

21 

82, 84, 93 
75 

60 

TQ2 

oec, 6, 7 
....32. ao 



Palace., 



.23 



Gremlin.... 
HewsGn..„ 
Infog rames . 
Jft 



77 

.63 

37 



SJBDisks a8 

Skkhana 59 

Software Projects 13 

Supasoft 2fl 

Superior jbc 



Livingston 25 

Logic Saies 28 



US Geld 

Virgin Games 



.34. 46, 60 r 66 

11 




If you would like to get in 
touch with any of the following 
British readers, please write to 
them c/oC + VG and I shall 
pass your letters on. 
Otherwise, if the reader is 
from overseas just write to 
them direct, at the address 
which follows their letter. 



a 1 5^year-old Atari owner 
and would like to have a penpal 
from anywhere, I also have a 
cassette deck and many 
cassette/cartridge based 
software. Please get in touch 
with me. 
Andrew Lfejika 



\ have a Sharp MZ700. I like 
arcade and adventures. I would 
be quite happy if anyone in the 
world with the same computer 
would contact me. 



I an an addicted 1 4-year-old 
BBC owner and would be 
pleased to hear from any fellow 
Beeb owners who have a 
modem and would freely like to 
swap hints, tips or games using 
either the modem or post. 
Stuart Ager 
Kent 

I own an Amstrad 464 and would 
like to have penpals from all over 
the world. I have nearly 200 titles 
and would like to swap software. 
Torgrirn Sandvoit 
8523Bvegard 
Norway 

My name is Monika Kochanska 
and i live in the city of Putawy in 
Poland and have access to a 
Spectrum ZX, Unfortunately I do 
not have many programs and 



would like to hear from other 
readers. 

Monika Kochanska 
til. Sienkiewicza 1 1/42 
24-100 Putawy 
woj. lubelskie 
Poland 

Another reader, also from 
Norway, is looking for a penpal 
who owns an Amstrad. He is: 
Brogar Waade 
Oskar Braa fens vei 26 
N-7000 Trondheim 
Norway 

I thought that I would drop you a 
line and let you know about 
MSXtra, an amateur magazine I 
run. The magazine comes out 
ever two months and it is totally 
devoted to MSX owners. If you 
would like to find out more, why 
not drop me a line c/o C+VG. 
M. Smith 
Somerset 

I have had my Amstrad CPC 464 
for a few months and already 
have quite a few games for it, so, 
I would like to get in touch with 
other Amstrad readers. 
Christina Smith 
Dyfed 
S Wales 

My name is Imran Iftikharand I 

am a student. I have a Spectrum 

computer, printer, joystick and 

microdrive. [like adventure 

games and would like to swap 

hints etc with other readers. 

imran tflikhar 

36- D Peoples Colony 

Faisaiabad 

Pakistan 

I am a 1 3-year-old Spectrum 
owner and I collect games. I 
would like to get in touch with 



someone who would like to swap 

software, hints, tips and pokes. If 

you write to me, please enclose 

a list of your games. 

James A Stroebef 

Hrishoit3 

210Gardabaer 

Iceland 

I own a Commodore 64 and live 
in America and was wondering if 
anyone out there is interested in 
trading games. If so, please 
write. 

Andrew Boref If 
1354 85th Street 
Brooklyn 
New York 
1 1228 
USA 

Two friends from Spain have 
written In and would like penpals 
who own either a Dragon or 
Amstrad. Juan Carlos owns the 
Dragon 32 and his address is: 
Juan Carlos Hernandez 



Jenaro Qi 
Santurce 
Vizcaya 
Spain 



32, 5 Izq 



and Agustin owns an Amstrad 

Agustin Sanabria 

Jenaro Oraa 32, 7 Doha 

Santurce 

Vizcaya 

Spain 

I am a 1 5-year-old girl and own a 
C 64. 1 would like to hear from 
other C64 owners interested in 
computer studies as welf as 
games. I am inteiested in 
hearing from people abroad as 
well as this country. 
Alison Hotchkes 
Nr Choriey 

more next month M 
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Never let a robot do a 
man's job! Why don't I ever 
listen to my own advice. 
Over the past few months 
Big Red H Otis 5 and B-Con 
have been wrecking the 
Mailbag pages. Now if '5 my 
rum — not to wreck them 
but to restore order. No 
slick or silly replies from me. 
Just no nonsense, straight 
from the shoulder, no 
beating a bout the bush, 
hard hitting and pithy 
answers. Understood? 
Jackson I Kafliber. 



C+VG Star Letter 
Editor's reply: Every month 
we're going to grve £5 for 
the best letter printed on the 
Mailbag pages. So keep on 
writing to Mailbag, 
Computer -Video Games, 
Priory Court, 30-32 
Famngdon Lane, London 
EC1 8 3aU. 

9 1 em writing in reply to those 
letters which criticise program 
listings. Many are very playable 
and addictive, but, it is still 
unfairto compare Lhem with 
commercial programs. 

Apart from being a source of 
free games, I think listings serve 
another purpose which their 
^critics ovejjpok. Believe it or 
; r insidethat small 
;hine there lurks ... a 
>j and you can use 
^therthan just 




giv 

for. 
typin 



ctually enjoy 
program it and C+VG 
em something to aim 
self started off by 
in listings, seeing their 
Structure, correcting bugs, 
improving them and eventually 
writing my own games. I have 
since had several published in 
C+- VG, all of which my friends 
still Pike to play, 

So the point is, C +VG listings 
gives all 'amateurs" an 
incentive, in much the same 
way as your competitions do. 
The enjoyment is in the doing, 
whether its map drawing, 
poster designing, caption 
writing, or programming. 
Getting something published is 
a bonus and it means someone 
recognises all your hard work. 

So how about turning 
programming into a regular 
competition? Then maybe more 



readers would be tempted to try 
it. Ydu could have a different 
theme each month, and the best 
listings could be published 
together with screen shots and 
reviews, This would also give 
readers a better idea of the 
game before keying it in. 

Sack in 1984 C+VG typically 
consisted of 20 percent listings, 
most colourfully illustrated. In 
April 19BS this figure was down 
to under seven per cent black 
and white. I would grieve the 
demise of C+VG listings. Who 
knows how many of today's ton 
programmers started by typing 
in a short magazine listing? 
Besides the Bugs would then be 
free to cause havoc in other 
parts of the magazine! 
Mark Tuck, 
Rugby 



• I would I ike to dra w to your 

readers' attention the excellent 
service I received from Silica 
Shop in Kent, My 130XE 
became faulty on a Monday 
morning at 1 1 ,30. 1 called Silica 
Shop at 11.45, explaining the 
situation and they said they 
would arrange for collection the 
ne*t day. One hour later I 
received a telephone call asking 
if it would be possible to collect 
my computer. Two hours later it 
was On its way to Kent, 

I then phoned Mike Savage, 
the despatch manager, 
thanking him for prompt 
collection. Littie did I know that 
within three days I would have a 
brand new replacement. 

If all computer shops gave 
this sort of service there would 
be less problems like my friend 
encountered — he had to wait 
three months for his C64 to be 
repaired. 
MrMG 0a fey, 
Norfolk 



• Would you be kind enough to 
send me a catalogue of the 
computer games you have. If 
it's possible just for the Atari 
800XL. Although I Ifve in Poland 
and you can buy computers, the 
prog rams for them are very 
difficult (o get hold That's the 
reason I am writing to you as I 
wish to enlarge my collection of 
games. 
K Moezka, 
Poland 

Jackson replies: Sorry, friend, 
we Just don't have a catalogue 
of computer games, New 
games are coming onto the 
market every day so any 



catalogue would be continually 
out of date, My advice is to 
keep all your C+VGs, It's the 
best reference work you could 
have. 



# I am writing to you for advice. 
Which software service do you 
recommend? I have looked at 
so many but they all seem alike, 

As you can see from my 
address, I live in Australia, 
which is somewhat of a 
disadvantage when it comes to 
your fantastic competitions. 
The newsagent from which I 
buy your magazine has just gat 
the April edition in and today is 
May 23rd. So you can see my 
predicament — I buy your 
magazine after the date of wheh 
the competition has finished! Is 
there any way of getting around 
this awful situation? If not, what 
do you suggest? 

I really enjoyed your review 
on The Pawn . How can a 
computer generate such 
graphics? 
Matthew Beeby. 
Souih Australia 

Jackson replies: We can airmail 
you copies of C VG and they 
should reach you within 12 to 
14 days. But it will cost you £45 
for a year for a subscription. As 
for competitions, Matthew, last 
year we ran an oversea 's 
readers competition and only 
one person from Australasia 
entered — he came from New 
Zealand. 

• How do you get your pictures 
of arcade games in Arcade 
Action? Do you use a flash or a 
special expensive camera? I 
tried to take some pictu res but 
they d c not turn out. Do you 
have any spare old posters I 
could have? 

Darren Mean, 
Suffolk 

Jackson replies: The cameras 
we use are not special just 
ordinary SLRs — that's Single 
Lens fief lex. The art is in getting 
the right shutter speed and lens 
aperture. Sorry, but we don't 
have any posters Try writing to 
software hou 



• I feel the need to write to you 
once more concerning the June 
1 986 issue. I collected my 
reserved copy from my local 
newsagent and thought to 
myself: "This is a bumper issue, 
nice and thick." On closer 
examination at home I found 
that 32 pages of my supposed 



J 'bumper issue" consisted of a 
NatWest OnLine magazine. 

While appreciating that all 
magazines carry inserts for 
other causes, a th ink that this 
was a bit much. Especially as it 
entailed a careful removal of 
said magazine in order to avoid 
damaging C+VG. 

I am sure that a lot of people 
would rather have a games 
supplement than a bank 
advertisement, I for one do not 
wish to see another "Bank 
Job I " and would prefer a 
listings book instead. 

All grumbles aside, keep up 
the good work in your magazine 
pages, 

Stephen F Webb, 
Stoke-on-Trent 



•After the incident involving 
the spelling of Editorial 
Assistant Lesly Walker's 
Christian nnme, confidence in 
the editorial was reaching new 
lows and jewelled daggers were 
being drawn everywhere, 
particularly since I have 
received no token peace 
offering to buy off my anger. 

Anyway time is a great heai^r 
and somehow interg a lactic war 
was averted, but nowthis is just 
too much . . . why in the 
Adventure reviews was there 
the same screen shot for 
Terrors of Trantons and Return 
of Ithaca? 

Once again how did such a 
glaring error slip through the 
editorial staff? And this time no 
using Big Red as a scapegoat — 
sat on Lesly's typewriter 
"ndeedl 
Mark Watson 
Lancaster 

Jackson replies: Okay, Mark, I 
could dream up some 
far-fetched excuse about the 
picure mix-up but you probably 
wouldn't believe ma. This, 
however, is what happened. 
Lesly was leading the C 1 VG 
team in our daily 6.30am 
aerobics workout when Big Red 
decided to go for the "burn." 
Such were his exercisians that 
his circuits overheated and he 
went into a robotic faint, 
crashed onto the adventure 
page layouts and caused 
absolute havoc The result: a 
screen shot was printed twice 
and we've now given up 
aerobics for the less hectic 
pleasures of the editor's 
formation basket- weaving 
classes. Satisfied. Mark? 

• Regarding the letter which 
appeared in last month's 
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'Mailbao/ concerning a 
proposed version of Elite for The 
Atari. | would be grateful if the 
person who wrote the letter 
eeuld contact me at the address 
below. I am very interested to 
find out where his/her facts 
come from. 

As far as Firebird are 
concerned, there will NOT be an 
Atari version of Elite and I am 
astounded to learn from your 
correspondent that such a 
version may exist. I r for one, 
would be intrigued to see it' 
PhiiPrstk 

Marketing Manager, 
Firebird Software, 
Wellington House, 
Upper Si Martins Lane, 
WC2H9DL 



• Witfi reference to your 
answer to Mr Donnelly's letter 
C+VQ June) — what a load of 
rubbish. You suffer from lack of 
space in the same way that your 
competitors do and yet they can 
still find the space to print ALL 
their competition winners — 
WHY???? 

I have? suffered in much the 
same way as Mr Donnelly, but I 
was sent a prize without 
knowing what it was for — 
Costa Capers , and a s y o u 
haven't run a competition with 
this game as a prize, the 
mystery deepens even further. 
By not printing results you are 
condemning many readers to 
months of frantic and 
frustrating scanning of your 
pag es for t he resu Its. 

I, too, entered both the 
Commando competition and 
Infighting Warrior 
competition, and the only way 
that I knew that I hadn't been 
successful in the Co mmando 
competition was by looking at 
the charts and watching it rise 
past the number five position 
that I had predicted for it Isorry 
Bite, I will know better next 
time!). 

As for the Fighting Warrior 
competition, the lack of results 
has been a disgrace, and as 
about the longest running 
computer magazine, I would 
have thought that you would 
set an example for others to 
follow, but no, goad otd C 4 VG 
still insists on assuming that all 
it's readers s-re telepathic. 
Besides, your not printing 
results can cause confusion on 
two counts. Firstly, there isthe 
problem that I illustrated earl ier 
with Costa Capers where a 
game is sent out with only a 
compliments slip reaving the 
recepient in the dark, and 



secondly, what if a prize you 
sent out is lost in the post? As 
the recipient has no Idea that 
they are to get a prize th ey ca n 
do nothing about getting 
compensation or an 
explanation form you or the 
post office. 

Maybe that is the cruK of the 
matter, you aren't really 
bothered about how your 
readers might feel. I notice that 
in the last few issues there has 
been a "discussion" about 
which is better, Crash or C + VG, 
I wasn't intending to be drawn 
into this rather puerile 
argument, but I feel that ( have 
just one comment to make on 
the matter, at least Crash land 
Sinclair User and Your Sinclair 
for that matter), CARES about 
it's readers, not dishmy up poor 
excuses to cover its 
inadequacies. 

Thank you for Costa Capers, it 
Is great despite what most of 
the reviews have said, 
Jon Rose, 
Bognor Regis 

Jackson replies: Beats me why 
we should send you a copy of 
Costa Capers, Jon. Guess 
you're bom lucky. 

But surely you know which 
com petit ions you've entered? 

In any event if you reckon it is 
so easy putting together a mag 
like C 1 VG why don't you ca 
the Ed and arrange to come 
along and see how it is done 



• Did you know that there isn't 
one software house in Belgium 
— that I know of — which 
produces prog rams tor ;hy 
CBM64>But J in Holland there 
are some very good software 
houses. One of them is 
Radarsoft who produce very 

good games — their latest 
eingKaprrbfe/r and the 
graphics are terrific. The best of 
their games isEindellos, which 
was awarded game of the year 
in Holland. It's a helicopter 
game with 600 screens. 

I saw your review of Batman , 
do you th ink Ocean will make a 
CBM conversion? One last 



queston, will Ma rote Madness 
have a CBM version or just an 
Amiga version? 
Michel Crucke, 
Belgium 

Jackson replies: Not sure about 
Marble Madness, Michel, hut 
we understand Batman will be 
released on the Commodore, 

• WARNING!? I have recently 
purchased US Gold's new 
football game, World Cup 
Carnival . \ was much looking 
forward to this simulation. But, 
to my horror, as the game 
proceeded I recognised the 
game as an almost exact copy 
of Artie's World Cup 

For people like me, who have 
already got Artie's game, this 
came as an immense shock. I 
felt conned and cheated and my 
respect for this software house 
has greatly decreased. 

I am just warning other 
football fanatics about this and t 
would suggest to buy a copy of 
Ocean' sMatchday . 
Paul and Keith, 
Avon 

Jackson replies: I think your 
reaction is fairly typical. 



• Dear suave, sophisticated, 
good looking dude, usually 
known as the Ed, (Not another 
one after a free T-Shirt! — Ed.) 
Up to now I have not been able 
to put pen to paper because I 
have been too busy reading 
your mega mag, but, I would 
like to make a few comments, 

About that listings problem, 
why don't you r every other 
month, convert one really good 
game, sent in by a reader for the 
BeC, Spec etc. 

In between listing months do 
special features similar to the 
Elite one. rev ew more 
ad venture- and arcade games 
for the BBC and Efectron, 
PLEASE, Could we also have 
Prof Video back ? 

Does any one know of a 
software library to cator for the 
BBC. 

Rotun Charlton 
Hexham. 

Jackson replies: Off hand we 
don J t know of a BBC software 
library. And as for Professor 
Video, he's been wiped for 
good. 
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Oh Bog- 
git! Delta 
4'$ latest 
spoof 

adventure is 
soon to be re- 
leased and to 
celebrate the 
fact we're bring- 
ing you a special 
Boggit competition 
next issue. You could 
be the proud owner of 
Bimbo Faggin's very 
own midi hi-fi system as 
stolen from his little 
round hole by a greedy 
dwarf. Don't miss mis 
amazing adventure 
event coming your 
wajf on August 

BOGGfr-HQLE„ 



Trivial Pursuit has sold over 60 million 
copies worldwide. Now the game is 
coming to computers with all the added 
extras the machines can offer. 
Domark and the ODE programming 
team are the people faking this 
daunting task of converting the 
world's best known board game 
And in September's C: VG we 
tell you how it's been done 
and if the game manages to 
capture all the spirit of the 
original. 




out M.U.D. — 
learn about all 
other interai 
modem-linked gal 
you can use to brinj 
whole world of fonfl 
and adventure 
your front room. 
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PLUS: Krrel — Addictive s grip 
ping game starring the cute 
little bJob is the subject of a 
C+VG map special next 
month. 

PLUS: Vic owner's don't 
despair. There's a spe- 
cial Viva Vic software 
competition for you 
to enter! 

PLUS: The best 
adventure pages 
in the world fea- 
ture an in depth 
look at Delta 4 
and their zany 
adventures. 



ad 



You could win all the Jewels of 
Darkness If you're brave enough to 
enter our Level 9/Rainbird Glittering 
Prizes competition. £200 worth of 
extremely priceless items from top jewellers, 
H. Samuels could belong to some lucky C VG 
venturers. If you want to get your hands on some 
hidden treasure you know what to do! 



If you want to be a cool 
customer as you sizzle slowly 
in the summer heat then you'v 
[ust GOT to have a copy of C- VI 
next issue. Why? Because we'n. 
bringing you a special preview 
of Design Design's first 
mega-game based on the cull 
comic character Rogue 
Trooper. Rogue is a Genetic 
Infantryman, aided by three 
useful biochips, Gunner 
Helm and Bagman. Watch 
for the cool blue hero in 
C i VG next issue. 



m THE BBC 
U+ AND 
MUTE* 
SERIES 
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Shoot the. Kfwrtor to open the 
iMng VMronce door. 





REVIEWS OF THRUST ALREADY PUBLISHED 

Ziap! M: 'The most enjoyable game we've played for ages . 

— A 2ZAPI SIZZLER. 

Computer * Video Qamst Thrust Is a simple buttotalJy 
addictive gome , "-AC+VGHIT! 
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y three 
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low available for the BBC Micro and Electron 

The Commodore-64 version of Thrust (published by Firebird Software j shot immediately 
taNo.1 in the software charts and was greeted with rave reviews throughout the computer 
press. 6qua 1 1 y addictl ve and f usf as enjoya bl e. the BBC M i ero and E lectron versi ons oflhe game are set to em ulate 
this performance. 

Thrust is simple, fun-to-play, yet totally reolrstsc and intensely challenging, four mission Is lo visit 24 planets in turn 
collecting the Klystron Pods and, If possible, destroying each planet's reactor system. Your spaceship and the pods, 
which are heavier than the spaceship move authentically subject to the laws of gravity, inertia and momentum - 
Indeed the games author, Jeremy Smith holds a First-Class Honours degree InPhyslcsl Carelul planning of your 
ma noeuvres is essentlai tn order to prevent the pods swl ngjng out of co ntrol and dra gg i n g yo u r 
spaceship to destruction. 

To add to the challenge, the planets have different gravity rates and. as you progress through the 
game, some have "reverse gravity" or "invisible landscapes'- They are defended by automatic 
limpet guns strategically placed fo protectthe pods and luei tanks - the only source of replenishment' 
tor ypgr limited fuel supply. The smooth screen-sc rolling, which is exemplary, and the realistic action 
gives the player a fascinatl ng feel i n g of f I oati ng throug h space. 

PRICE: £7.95 (cassette), £11.95 (BBC disc) 

ION COMPETITION COMPETITION COMPETITION 

If you complete the mission by collecting the pods from all 24 planets, you can enter our competition. The prizes include the beautilul 
trophy [pictured on the right), S2M cash, and 3 copies of the captivating book "The New Atlas of the Universe" by Par- -k Moore 
Closing date: 31st January. 1987 
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Dept. TH1 r Regent House; 
Skinner Lane, 
Leeds LS71AX. 
Telephone: 0532 459453. 
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WE PHY TOP ROYALTIES FOR HIGH QUALITY SOFTWARE 




uasimodo's ding-dong 
derring dos rattle the rafters 
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SPECTRUM 48K 



...a text- teaser 
world where 
no modo has lept before ! 

Go on... take a swing at it ! 

JM 48K db m 3r UP COMMODORE 64 



IK 9 COMMODORE 64 

Ocean Software is available from selected branches of: 
WEISMIIH r M\M)}fm\ IWOUHMTN LASKYS Rumbelows 

Spectrum Shops and all good software dealers, Trade enquiries welcome 




Ocean Software Limited 

Ocean House 6 Central Street Manchester M2 SNS Telephone 06 1 832 6633 Teiex 669977 Oceans G 



